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THE ULTIMATE / EXPERIENCE! 


When the time is right, and the mood is light, go with 
your feelings. Experience Champale ® Malt Liquor, 
Sparkling Extra Dry or Pink! Champale tastes like 
alight bubbly wine. Champagne quality without the 
champagne price. Tonight, let the good feelings come. 
Celebrate life! Share a Champale...together. 


© 1979CHAMPALE, INC. TRENTON.N.J 


THE CHAMPALE PRODUCTS CORP., NORFOLK, VA 
“*CHAMPALE " AND “CHAMP” ARE REGISTERED TRADEMARKS FOR MALT LIQUOR A PRODUCT orlROQUOIS BRANDS uD 
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NandBeok has Been 
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Merely to possess this béOK sets in motion force 
unknown to the vast majority of your fellow 
humans. Learn the true identity of the AntiChrist, 
the Beast 666. A psychic survival manual complete 
with methods of demonic subjugation and formulae 
for love, power and money. Beat the Millennial 
Panic, you will be joining the select company of 
those who have experienced the awesome potential 
of Necronomicon. 

As magickal in appearance as in content. Fully bound in 
embossed and silver stamped black leather with silk 
marker and fully silver gilded edges. 
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NECRONOMICON, 800 2nd Ave., N.Y., N.Y. 10017 


Please send me copy(ies) of the NECRONOMICON 
@ $50.00 each. Please add $4.00 for shipping & handling. N.Y.State 


. residents, please 8% sales tax. For shipping and handling to other 


countries, please add $14.00 for Air Mail/ist Class service. Inter- 
national money orders required on all orders outside U.S.A. 


Name 

Street 

Oly ae Sales GOs ces Zip 
Total Amount Enclosed 


Orders paid by Cashier’s Check or Money Order will be shippedA 
promptly. (960 Le 
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ADVENTURE 


Starships, oilships, muskets 
& myth. Action packed 

minigame adventures that 
take you to the frontiers of 
time & space. 


Four new minigame adventures, each in a pocket 
sized carrying case. Affordable & easy to play; try 
one and collect all 8 great games. Just as much fun 
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Pianet Killer i Lake Geneva, WI 53147 | Icy Arctic Seas 


For 2-6 Players 
Ages 10 and Up 
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WIV ENMVIEYY 
| notes on stories & contributors 


W. receive a number of requests 


| for longer stories. It's certainly 


something we're in favor of, and 
our serialized material fulfills that 
need to an extent. But what we’ve 
always hoped to do since we 
started publishing Epic close to 
three years ago was also include 
material that was complete in one 
issue but of sufficient depth, 
interest, and visual appeal to 
justify much greater length than 
our seven to seventeen page 


norm.The most success we've had | 
along those lines was Ken Steacy’s | 


adaptation of the Harlan Ellison 
story, Life Hutch, in our sixth 
issue. That was a black and white 
job. This time around we've gone 
even further. Not only is thise 
issue’s lead feature, While the 
Gods Laugh, the longest self- 
contained story we've ever run, it’s 
also in full color. That means we’re 
gambling that you're going to like 
it well enough to have committed 
more than half of our available 
color pages to it. Of course, with 
Roy Thomas writing and P. Craig 
Russell doing the art on an 
adventure featuring Michael 
Moorcock’s albino sword and 
sorcery hero, Elric of Melnibone, 
we don’t really think it’s that much 
of a gamble. 


MESSIAH 

With not one but two-- count them 
two-- graphic novels on sale even 
as you read this, plus such 
sweeping works as Metamorphosis 
Odyssey, The Price, and the regular 
color comic series, Warlock (soon 
to be reprinted), it’s small wonder 
that the very mention of artist/writer 
Jim Starlin’s name automatically 
conjures up visions of works that 
are cosmic epics. All of which 
makes this simple, pointed six 
page fable from Jim an interesting 
suprise. And a pleasing and 
effective one, besides. 


ONE CELL AT A TIME 
Usually, completed stories for Epic 


reach us one of two ways: (a) the 
artist delivers the job in person, or 
(b) the artist mails the work to us. 
This second adventure of Dr. 
Watchstop proves that his creator, 
Ken Macklin, has discovered a 
third method-- The Brent Anderson 
courier service. Formerly penciller 
of Marvel’s popular direct sales 
title, Ka-Zar the Savage, Brent is 


| currently drawing an X-Men 


graphic novel. He does all this 
work in Connecticut. Ken does Dr. 
Watchstop in California. Yet 
somehow, it’s Brent who has 


| shown up on our doorstep with the 
| completed Watchstop tale. Is 

_ teleportation involved? Is mail 
| from Ken’s section of California 


too laid back to pierce the frantic 
Big Apple mail system directly? 
We don’t know. As long as Brent 
keeps turning up periodically with 
new fixes of Dr. Watchstop, we’re 
not even going to worry about it. 


REVENGE OF THE JEDI 

This was another editorial gamble. 
When it comes to the Star Wars 
saga and/or Ralph McQuarrie’s 
artwork, we’re fans. On receiving 
this material from the good folks at 
Lucasfilm Ltd., we couldn’t resist 
trying to pass it along for an 
advanced look. But the same 
material has been sent to other 
magazines. We may be among the 
first out with it, or we may not. 
You may be seeing these 
illustrations for the first time, or for 
the umpteenth. That’s the gamble. 
It'll be interesting to see how we-- 
and you-- make out. 


NEXT ISSUE 

Our cover will be by Boris Vallejo. 
We'll interview him too. A new 
series by Carl Potts, Dennis O'Neil, 
Terry Austin, and Marie Severin 
begins: Last of the Dragons. And 
we'll try to tell you about an 
exciting new concept called Epic 
Comics. Join us. 
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Issue after issue, 
EPIC ILLUSTRATED 
delivers the best 
in visual fantasy and 
science-fiction. 

Now, we’ll not only deliver 
mar 4aie Com Zolli me lore) a 
you'll get seven issues for 
the price of six (one 
year). You pay only $11.00 
for a one year subscription. 
A big 37% savings over 
the newsstand price 
of $17.50. 


Refund Guarantee 
You may cancel at 
any time if you are not 
totally satisfied. 
Immediate Cash Savings 
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per copy instead of the 
newsstand price of $2.50. 
Additional Savings 
Always the lowest 
possible price on renewals. 





Don’t miss a single 
moment of Epic’s ongoing 
visual odyssey. Use 
the special certificate 
below (or a copy) 
and save. 
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TREKKIE 


Zachary first saw Star Trek in 1968, 
while he was sitting in a bar on West 
Houston that, he’d heard, was where 
Steve McQueen used to hang out before 
Wanted: Dead or Alive, even before The 
| Great St. Louis Bank Robbery when 

- McQueen was just another Actor's Studio 
wild man. Zachary and Tommy had been 
swimming in the free pool on Carmine 
Street and had stopped for a couple of 
cold beers afterward. The TV was on, and 
they didn’t have much to talk about, so 
they watched it. 

The new science-fiction show, the one 
Harlan Ellison had touted in a writers’ 
magazine and a couple of people he 
knew from the peace movement enjoyed 
__ this was it, huh? Zachary was puzzled. 
Fllison and the peace people — they 


were. against the war, against the Estab- 
lishment, especially against the military 
part of the Establishment. How could 
they like this stuff? The hero was a career 
| officer of some kind, a white-bread au- 
| thoritarian bossing assorted Third World 
types and a guy with pointy ears. He 
| seemed to solve problems by shooting at 
them. It was the whole dumb, cowboy- 
macho syndrome in phonied-up space 
opera trappings, situations and senti- 
ments John Wayne and Lyndon Baines 


Johnson and Barry Goldwater and every. 


| other chest-thumping pseudo-patriot in 
| the entire tortured country could 
applaud. 

“Want to know why we're in Viet 
Nam?” Zachary asked Tommy. “Take a 
look at that screen. Take a look at the at- 


titudes represented by those characters.” 
Tommy nodded and signaled the bar- 
tender for refills. 
Later Zachary read somewhere that 
Star Trek’s creator, Gene Roddenberry, 


has once been a cop. Zachary wasn’t sur- 


prised. 
ll 

“Would you like to review it?” 

The editor handed Zachary a copy of 
Spock Must Die. The cover copy 
explained that the book was an original 
novel by James Blish based on characters 
created by Gene Roddenberry for the 
Star Trek television show. Zachary said 
sure, he’d be glad to, and took a quick sip 
of his drink. He was at an apartment in 
Yorkville for the informal monthly gather- 
ing of writers and artists he regularly at- 


tended. Somebody mentioned Star Trek, © 
and the editor voiced his disdain and — 


To hell with her. What was wrong with 
Janey? But he knew. He had violated 
meanings of their union that were the 
more important for being unstated. Jane 
sulked. Zachary responded with de- 
mands, fussiness, sudden angers. Their 
marriage was becoming, at best, an un- 
easy truce. Coming to the midwest had 
not helped. It had seemed like a good 
idea, to stay at this farm in central Illinois 
with Jane’s sister while Zachary finished 
writing the novel he’d promised to de- 
liver by early October, and in some ways 
it was: the food was fresh and tasty, the 
air was invigorating, the work progressed 
nicely and little Molly delighted in grass, 
trees, small animals. But somehow the 
agony Zachary and Jane shared rankled 
in this peaceful place. 

Jane, Molly and Jane’s sister, Erica, 


were usually in bed by ten. That left 


- Zachary alone with a television set. He'd 


i i Se | Fd 

Bruce Birmelin/Paramount Pictures 
Zachary agreed. Then the editor pro- 
duced Spock Must Die from his briefcase 
and made his offer. 

Zachary used the review as an excuse 
to scorn the Star Trek phenomenon in 
toto: books, comics and particularly tele- 
vision versions. He mentioned the 
stereotyping — the Scot was a drunk, the 
Russian a brooder and the Black... the 
Black was outrageous: a double 
stereotype. Black and a woman and the 
most groveling, useless, subservient 
member of the starship Enterprise’s crew. 
Acomplete token. Zachary went on to in- 
sult Star Trek’s science, sociology and es- 
trapolation. 

The editor was quite pleased with the 
piece. Zachary’s wife wasn’t. Well, she 
didn’t have to be. 


discovered that a Chicago station was re- 
running Star Trek almost nightly — it was 


occasionally pre-empted by a baseball 
- game — and he’d gotten in the habit of 


watching. A pleasant coda to the day: 
crickets, Zach and ol’ Captain Kirk, mel- 
lowing in the heartland. He tried to re- 
member why Star Trek used to infuriate 
him. Oh, yeah... Kirk’s militarism. But 
now he could see that Kirk was a phony 
— not a bit like the strutting, preening, 
tin-assed martinets Zachary was subject 
to in the Army. Kirk was paternal, Kirk 
was somehow... soft. A gay actor had 
told Zachary that he considered the re- 
lationship of Captain Kirk and Mister 
Spoock the great fictional love affair of 
the decade. Of course, gays were always 
saying things like that, but still there was a 
ghost of truth in it. At least Kirk was not 
threatening; his macho was so patently 
bogus it could be instantly dismissed. As 
for the sexism, the implied imperialism 
and racism: the program was television. 
Television was never a haven of progres- 
sive thinking. Zachary was prepared to 
forgive a pack of -isms in an entertain- 
ment that provided moments of wit, com- 
passion, decent writing. And acting. The 
acting was generally okay, too. 


IV 
Zachary is at a Star Trek convention at 
the Statler in Manhattan being introduced 
to George Takei and Walter Koenig, the 
actors who played Sulu and Chekhov. He 
doesn’t care. He’s looking for someone to 
fall in love with. 
Vv 


Wounds heal slowly. Zachary sits in 
(continued on page 67) 
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©1982 Roy Thomas and P. Craig Russell. A Star*Reach Production. Adapted from the original 
story, “While the Gods Laugh.” ©1961 Michael Moorcock; all rights reserved. Used with permission. 
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lone NIGHT, AS ELRIC SITS ALONE IN A TAVERN, A WINGLESS WOMAN OF 
lh MYYRRHN GLIDES OUT OF THE STORM TO REST HER LITHE BODY AGAINST HIM... ZA. 
f’ er ae ‘Gee SSN : SS 
ee > ag ~ SY 


I HAVE SOUGHT Oe! 








YOU ARE A 
BITTER MAN: 
ELRIC. 


Y A LONG TIME FOR 
A BEAUTIFUL AND 
LONELY WOMAN 
TO BE WANDERING 
THE WORLD. 


U 
SOUGHT ME 
FOR TWENTY 

DAYS. 








I ASK YOU NO FAVORS, 
BUT BRING YOU MYSELF... 
AND A PROPOSITION. 


WHAT DO YOU 
DESIRE MOST 
IN THE WORLD. 


IF ASKED, 
L GRANT 
YOU THAT 
1 COULD 
SPEAK 
POETRY 
TO YOU.., 


... AND THAT 
YOU'VE A GRACE 
AND BEAUTY 
WHICH MOVES 

ME TO 

INTERESTING 

SPECULATION... 


I AM CALLED AN EVIL MAN, LADY, AND 
MY DESTINY IS HELL-DOOMED,,. BUT I 
AM NOT UNWISE, NOR UNFAIR . 


LET ME REMIND YOU A LITTLE 
OF THE TRUTH. CALL THIS LEGEND, 
IF YOU PREFER--I DO NOT CARE. 


A WOMAN -- My COUSIN 
CYMORIL, WHOM I LOVED-- 
DIED A YEAR AGO, ON THE BLADE 

OF MY TRUSTY SWORD. 


SINCE THEN 1 HAVE 
COURTED NO WOMAN 
AND DESIRED NONE. 


BREAK SUCH 
SECURE HABITS? 


I SHOULD 
AOMIT THAT 




















nansl 
- —_ bed svete 
ELRIC COULD NOT SAY WHY HE HAS 
& ‘| ALLOWED HIMSELF TO BELED OUT INTO 
- >> a] THE WILD, RAINLESS STORM WHICH 
© S] HOWLS ABOUT THE FILKHARIAN 
=~ CITY OF RASCHIL. 


geet. 


1 AM 
SHAARILLA 
OF THE 
DANCING MIST, 
WINGLESS 
DAUGHTER 


OF A DEAD 
NECROMANCER... 


4 BUT HE FEELS 
UNCOMFORTABLY 
DRAWN TO THIS 


CALM-EYED WOMAN 


WHO WASTES 
FEW WORDS. 


BUT IT'S 
BELIEVED 
DESTROYED, 


ANOTHER LEGEND SPEAKS 


hic +) VAGUELY OF DARK ONES WHO 


J INTERRUPTED ITS SUNWARD 
-| COURSE, BUT MOST SCHOLARS 
j DISCOUNT SUCH TALES... 


Poh ly 
ein ch ~., ARGUING THAT, IF IT 
Nee stitt EXISTED, THE BOOK 
sl WOULD HAVE COME TO 
BLIGHT BY THIS TIME. 
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1 KNOW THAT 
IT EXISTS... 
AND I KNOW 
WHERE IT /S. 


WILL HE, IF HE FINDS 
IT, BE ABLE TO 
DISPENSE AT LAST 
WITH HIS RUNESWORD 
STORMBRINGER, 
WHICH RULES HIS LIFE 


BECAUSE, Oh? AND 
BEING NO WHAT IS 
SORCERESS, THAT ? 
I WOULD 
NEVER BE 
SAFE WITH ff 
SUCH A 


Be 


MY FATHER MYSELF... AND 
ACQUIRED THE |] THE BOOK... 
KNOWLEDGE YOU MAY HAVE 
JUST BEFORE IF YOU HELP 

HE DIED. ; ME GET IT. 


COULD THE 
Ky 16f-1 9 0) 
PEACE BE 

(ae NI/AUIN 29) 
IN THE BOOK? 
ELRIC 
WONDERS. 


IF YOU WANT THE BOOK SO BADLY 
THAT YOU SEEK MY HELP, WHY DO 
YOU NOT WISH TO KEEP IT ? 

















ONE GLOOMY NIGHT, THEY HAVE REACHED THE 
BORDERS OF THE SILENT LAND BEYOND EVEN 
SHAZAAR.., AND THERE THEY PITCH THEIR 


SILKEN TENT. 


ARE ALL THE 
STORIES OF 
THE SILENT 
LAND TRUE, 
ELRIC ? 


ITS INHABITANTS 
ARE INHUMAN 
AND FEARED... 
THIS 1 KNOW. 


THAT NIGHT, 


THE MEN OF 
SHAZZAR HAVE 
NEVER DARED PUSH 
THEIR BORDERS 
FURTHER WEST, AND 
EVEN MY MYSTIC 
ANCESTORS NEVER 
RULED ITS MARSHY 
ASTES. 


‘TIS SAID 
ITS _DENIZENS 
ARE AN EVIL, 
DYING RACE. 


UNHUMAN, ARE 

THEY? THEN WHAT 

OF MY PEOPLE, 

WHO ARE RELATED 
TO THEM? 


AT ONCE, ELRIC SCREAMS OUT, WIDE- 
EYED IN HIS GRIM SLEEP. 


NO 
COMPLIMENT. 


THUNDER 
RUMBLES 
OVER 
DISTANT 
MOUNTAINS 
LIKE THE 

Ma LAUGHTER 
OF FAR-OFF 

| GODS. 


STARING SKYWARD, 
HE MURMURS 
OTHER WORDS INA 
SIBILANT LANGUAGE 
WHICH MAKES 
SHAARILLA BLOCK 
HER EARS 








CAN AN ULTIMATE 
VERY WELL, THEN, IF GOD EXIST--OR NOT? 
YOU INSIST: I DESIRE 
TO KNOW ONE OF TWO 
THINGS. THE LORDS OF LAW AND 
CHAOS NOW GOVERN OUR 
AND WHAT LIVES... BUT IS THERE SOME 
1S THAT ? BEING GREATER THAN THEY? 


WITHOUT SOME 

LYING AWAKE AT NIGHT, MY MIND GOES CONFIRMATION, MY ONLY 
OUT, SEARCHING THROUGH BLACK COMFORT IS TO ACCEPT-- 
BARRENNESS FOR SOMETHING --ANY- NAY, TO REVEL IN THE 
THING -- WHICH WILL TAKE ME TOIT, ANARCHY-- TO KNOW, 
WARM ME, PROTECT ME, TELL ME THERE WITHOUT FEAR, THAT 
IS ORDER IN THE CHAOTIC TUMBLE WE ARE DOOMED 

OF THE UNIVERSE... FROM THE START. 


UNTIL THEN - 
... THAT THE PRECISION OF THE : A IF THE BOOK I WILL PUT 
PLANETS IS NOT SIMPLY A BRIEF, : TELLS ME : MY TRUST 
BRIGHT SPARK OF SANITY IN AN OTHERWISE, 1 ONLY _ IN MY 
ETERNITY OF MALEVOLENT SHALL GLADLY : SWORD... AND 
ANARCHY. BELIEVE IT. } MYSELF. 


COULD IT NOT JUST BE \ (im NX “8a THAT IS THE UL 
THAT YOU FEAR THE by ie ~~ ONLY REAL 
CONSEQUENCES OF jaa | NOT TRUTH, ff 
YOUR OWN RECENT mh f WY f SHAARILLA. | 
ACTS, ELRIC? : wr - mL A 


IS IT NOT MORE 
f COMFORTING FOR YOU 
TO BELIEVE IN 
DESERTS WHICH ARE 
RARELY JUST ? 
THIS DEVIL- 
BLADE 1 
CARRY... 


.. LT WOULD 
NOT BEA 
MAN AT ALL. 





















































AND BEFORE THE 
HORSES CAN HALT, 
THEIR HOOVES 

| HAVE SPLASHED 
SUDDENLY INTO-- 


KEEP BACK, : 
SHAARILLA! 
IF YOU GET 
CAUGHT-- £ 


1 LOST ITf BUT I TRIED HARD 

TO IMEMORIZE IT-- AND 1 THINK 

I'LL BE ABLE TO GET US SAFELY 
ACROSS. 


MOUNTING THEIR SWIFT STEEDS, THE 
PAIR OF ADVENTURERS SPUR THEM WITH 
ABANDONED SAVAGERY DOWN THE HILL- 
SIDE, TOWARD THE MARSH WHICH 
BORDERS THE SILENT LAND. 


I'M. SORRY, ELRIC... 
BUT FOR A WHOLE 
DAY, JUST BEFORE 

I FOUND YOU, MY 


THERE IS SOME FORCE 
WORKING AGAINST US, I 
AM SURE... THOUGH IL 
KNOW NOT WHAT IT IS. 


MEMORY WAS GONE. ji 


WHEN I CAME 

TO MYSELF, 

THE MAP WAS 
MISSING £ 


THESE MARSHES THERE'S A NARROW 
ARE INFAMOUS THE PATH, I REMEMBER, 
WORLD OVER... BUT, THAT LEADS OUT 
BY ALL ACCOUNTS, INTO THE MARSH... 








I'D BEST 





é aN mS NY, yy SRE Z RVES BOTH 
| eo ee Y WES IR OMS WO ee. Mn A, ‘/ /\ MOUNTS AND RIDERS. 
E porta” RTE : LOLs ip . — 
a} THEN, SUDDENLY... 
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SC 
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ae {1 AM HERE, 
SHAARILLA. 





{ ARIOCH, LORD 
OF THE SEVEN 
| DARKS, BE WITH 
ME NOW ! 





























... AND THE NAMES 

HE SHOUTS HAVE |— 
NY NO MEANING, NOW, 

aie CONSCIOUS 


AS STORM- 
BRINGER 
SHRIEKS 
OUT OF ITS 
SCABBARD, 
ELRIC FEELS 
AN ALIEN 
POWER FLOW 
ALONG HIS 
ARM AND 
THROUGH HIS 
WHOLE BODY... 


; 3 
BALAAN-- 
MARTHIMS 

AESMAl ALASTOR! 





OF THE FIRES 
WHICH 
A. DESTROY! 






































IT IS LIKE TRYING TO CUT 
4 THROUGH WATER AS 
HIS SWORD HACKS AND 
SLASHES AT THE SHAPE--KS5 
SENTIENT, PULSATING 
WATER. 


\g 








4 oe 
: Se 
Bur pian ataite'es 3 HAS 
BRRECT; AND THE WHOLE 
SHAPRE-OF- THE MIST.GIAN 
QUIVERS AS TEIN = 
DREADFUL: RAIN: 

















PEERS 
MRA SORE 








--AS STORM- Po aa : H --INCH BY INCH-- 
BRINGER , 
>) SINGS AN Bs . 

| EVIL SONG-- 


HE JS BLINDED Now, 

BY THE NEARNESS OF 

THE COLORLESS THING 

THAT HOLDS HIM 

DANGLING -- @. --AND HE 








CRIES THE 





SAND TRE: 
weer SHOE DRAWS 22° 


Die) We AU, ALMOST 
MARTHIMS yy 
| al! VAL its S 


LASCIVIGUSEY= 
| Ba -- TOWARD ITS 
Bl GAPING MAW. 





--AND HE KNOWS THAT 
ARIOCH RESPONDS AT LAST f 


© EVEN AS HEFEELSTHE §8=[ oe 
| MIST GIANT WEAKEN 
ALMOST IMPERCEPTIBLY-- 


VERS 


m --ELRIC STRIKES 
AGAIN AND AGAIN-- 
Sy STRIKES BLINDLY, 
hy AGONY PIERCING 
ey EVERY NERVE 
OF HIS FRAIL 
ALBINO BODY. 


















































© HE SMILES 
TO HIMSELF. 

WHY SHOULD 
HE MOVE ? 


4 
DOWN HEIS ( 
SINKING, SLOWLY, ’ 72 
CALMLY,., INTO THE 


ch 
4 
WELCOMING MARSH. af 


DOWNWARD. 


ALREADY, 
HE IS HALF- 
SUBMERGED, 


DON'T MOVE -- 
PLEASE-- f 
















EcRic! You’RE IN THE 
MARSH f DON'T MOvel 


4 WAS THERE 
ANOTHER 
TIME LIKE 
THIS... 


1 ABRUPTLY, WITHA 


MENTAL JOLT, FULL 
AWARENESS OF THE 
SITUATION COMES 
BACK TO HIM. 






HE TRIES TO LIFT THE TOP |~ 
HALF OF HIS BODY FROM 
THE SUCKING MORASS, 
ONLY TO FEEL HIS LEGS 
SINK DEEPER . 


SHAARILLA--/ 



















PORTRAIT 
martes nent heath i a ane 


I AM SURE THAT 
FAR- BORN 
MIST_GIANT WAS 
SENT HERE-- I 
KNOW NOT BY 
WHOM OR WHAT. 


Pe ON 


a 


MOUNTING THEIR 
STEEDS AGAIN, THEY 


soeacuii DS 
RIDE WITH LITTLE CAUTION... 


E i) a 


| { FORWARD, 
OF COURSE... 

| FOR ALREADY 

i sTORM-_ | 

9) BRINGER'S 
POWER 


RENEWS 


iL my OWN. 








tl , 4 WITH LUCK, 
COMES f 5 , y THEY'LL PASS 
TOWARD US... ; : ; : s 
act 3) wenge 


MORE 
ENEMIES. 

















SHELTER 
THERE, 
SHAARILLA. 










































































THE BIRD-HEADED ‘ ; I THOUGHT THEY; LIKE THEIR 
HUNTING DOGS of eT NS sf) MASTERS, WERE LONG EXTINCT £ 
OF THE DHARZ!!_ £3 a gh 4 


I ALSO’ THERE WN 
WAS NEVER CONTACT 
BETWEEN THE 
DHARZ!I AND THE 
DWELLERS OF 
THIS LAND. 


THOSE DEVIL - 
DOGS WILL SCENT 
US SURE £ 











or HO, FRIEND! 
yim TURN AND 

: STAND -- 

THEN WE i 

CAN LOSE 

NOTHING 

BY AIDING 

THEIR 

QUARRY. 




















A LUCKY 
CHANCE, 


ARIOCH!S THOSE \ 
ARE THE LORDS 


| FIGHTING 
\ DEAD MEN? 


THEY DIE 
AGAIN, |F 
DEAD THEY 





FOR YONDER ARE THE 
MASTERS OF THE DEMON-£ 
BEASTS WHO, PURSUE 


f 
j 


AYE... ANO 
THE TOO- 
TANGIBLE 
GHOSTS OF 
THEIR DOGS! 


TOO MANY! 
WE'RE 
DOOMED, 
7 | MY FRIEND -- 


TANGIBLE ENOUGH, 

HAPPILY, FOR MY SWORD 

STORMBRINGER TO 

DISPATCH A FEW OF 
THEM. 











%, Ss 


“2 —sae ~ - bn 
* Me ACKS HIS BR "Let the Laws which 
aa govern all things 
Not so light 
be dismissed... 
Let the Ones who _ 
flaunt the Earth-Kings 
with a fresher 
death be kissed/” 


‘ 
“ 





THE VERY EARTH BEGINS 
TO TREMBLES 


GET mes) 
BACK, MY le q 











--AND A LOW, § 
INARTICULATE [a 
IOAN COMES 
FROM THE LIPS 
OF THE LIVING 
DEAD. 











| 


A MOAN WHICH Pf 

FRIGHTFUL MutT! 

VOICED SCREAM-- I 
. 4 


THE MOCKING LAUGHTER OF 
ae THE EARTH KINGS, TAKING 
(0) THEIR RIGHTFUL PREY BACK 

4 INTO THEIR KEEPING. 





Z ~~ AND, WITH ONE ACCORD, 


oN 


oO 


Ny) 


-- AS THE DEAD LORDS 
ol SWALLOWED BY 


IE 
WHICH 


9 Ci 
- THEY WERE SUMMONED!S D 


SS 


TO WHATE 


K FOLLOW 7 MASTERS 
DOOM AWAITS 


STILL, I THANK YOU. FOR, WITH- 
OUT YOUR HELP, THE BATTLE 
MIGHT HAVE LASTED 
LONGER. 


YOU DEPRIVED ME 
OF GOOD SPORT, BUT 
YOU MEANT WELL. 





¥ AN INTERESTING OF ELWHER, 


W771 OH, AND BY THE BY... | n28 
MOONGLUM IS MY NAME. AND THE 
NAME. i LADY 2 


AND THE 
FINEST CITY 
IN THE 

ELRIC OF _ WORLD. 
dca Wega 


sf BUT WHY DO YOU 
TRAVEL THESE 
PARTS, SIR ?..- 


\ 1 HAVE 
fey §=YOU NOT 
m HEARD THE 


DISCOUNT THEM, 
UNTIL THOSE 
UNPLEASANT 
PUPS SET UPON 


THUS, WOULD IT BE 

TOO BOLD OF ME 

TO SUGGEST; FOR 
ALL OUR SAKES... 










































































VERY WELL, FRIEND MOON- 
GLUM. SINCE THREE ARE 
STRONGER THAN TWO, WE'D 
APPRECIATE YOUR COMPANY. 


WE RIDE _ Ye 
TOWARD THE 
























































































































































THUS THEY RIDE TOWARD THE BLACK 
MOUNTAN BARRIER WHICH RISES OVER 
pam THE WORLD LIKE A BROODING GOD... 


ts WHERE LIGHTNING SMASHES 
DOWNWARDS LIKE A MONSTER 
FINGER SEARCHING THE 

EARTH FOR GRUBS. 





ELRIC--LET 


WELL? ARE_YOU 
US GO BACK, 


& : “oleae 
ae = : S s . U OT 
I BEG YOU. : : : SS —~ : MY WORDS ? 
FORGET —S = 


THERE ARE 
TOO MANY 
FORCES 
WORKING 
AGAINST US. 


at | THE BOOKS WISCOM ONCE 
I pees be ery BUT NOWA FEW MINOR 
soa tow, é : | PITFALLS ON OUR JOURNEY 
HAVE FRIGHTENED YOU. 

EITHER 

CONTINUE TO \& 

LEAD THE WAY-- 

OR TELL ME 
WHAT YOU KNOW, 

AND STAY 
HERE. 


YOU HAVE 
NOT BEEN 
FRANK 

) WITH ME, 
SHAARILLA. 


YOU KNOW 
SOMETHING OF 
THE FORCES 

SEEKING TO 

STOP US. 

































































































































































































































































MY--MY FATHER 
SPOKE A FEW 
VAGUE WARNINGS 
BEFORE HE DIED... 
THAT IS ALL. 


NOTHING ELSE -- BUT IT IS ENOUGH 
NOW THAT I SEE MY FATHER'S 
WARNING WAS TRULY SPOKEN. 


IT WAS THIS GUARDIAN 
WHO KILLED HIM, ELRIC-- 
OR ONE OF THE 
GUARDIAN'S MINIONS. 


\ WISH TO 
|] SUFFER THAT 


1 HAVE PROTECTED 
YOU SO FAR. 


ONLY THAT HE WHO \\ 


GUARDS THE BOOK 
WOULD USE ALL HIS 
POWER TO STOP 
MANKIND FROM 

USING ITS x 
WISDOM. 


THOUGHT 
YOU POWER- 
FUL ENOUGH 


] WHICH YOU COULD 


Maa FOR THIS YOU 
® VESSEL OF 


I, TOO, 
} HAVE FELT 
AS YOU DO. 


GROW WINGS ? 


<a] LAND 


SER 
cay 
SEEK THE  (@/ jl IMPORTANT 
| ENOUGH 
A FOR YOU / 


THE WORLD'S 
MIGHTIEST. 
WISDOM ? 





7 +. THAT MEANS WE ARE 
] STANDING IN TERRITORY 
> PRESIDED OVER BY THE 
4 LORDS OF CHAOS, OR 
E OF THEIR MINIONS. & 


Pe 0 rn, 


UST BE WHY 
ARIOCH WAS SO 

# SLOW TO AID ME 

| BEFORE; HE TOO IS 

A A LORD OF CHAOS. 


ae 


... DO NOT 
UNDERSTAND, 
, GOOD ELRIC. 


TWO FORCES GOVERN THE 
WORLD, MY FRIEND... LAW 
AND CHAOS... AND WE HAVE 
BECOME EMBROILED IN A 
DISPUTE BETWEEN THEM. 


THE BOOK WE SEEK 
IS VALUABLE TO EITHER 
FACTION... AND THE 
MINIONS OF CHAOS MUST 
BE WORRIED WHAT POWER 
WE MIGHT RELEASE IF 
WE OBTAIN IT. 


I SHOULD 
HAVE 
GUESSED. 


FOR MYSELF, I 
WANT ONLY TO 
DISCOVER AT LAST 

THE ANSWER TO 
THE ONE 
QUESTION THAT 

CONCERNS ME... 


FOR YOUR 
EDIFICATION, 
FRIEND 
MOONGLUM... 7 DOES AN 
ULTIMATE FORCE 
RULE OVER THE f 
OPPOSING FACTIONS OF f 
\ BOTH LAW AND CHAOS? 





nag ee a \ 






























































































































































ALL WE CAN DO 
IS PRESS ON TILL 
S\ WE FIND ITS 


> TU 
Uieee 


VK 
/ 


FOR HOURS THEY PRESS ON- 
WARD IN PITCH DARKNESS... 


... THE FLOOR 
BENEATH THEIR 
FEET, THEIR 


ONLY REALITY... § 


A LIQUID GIANT IN DISTURBED 
SLUMBER. 





MY yy’ 


WL» 
OLED ti 


SINCE IT IS 
IMPRACTICAL TO 
RETURN WHENCE 

WE CAME... 


f ...WE SHALL 
VENTURE OVER 
THE SEA. 





IF WE WANT TO CROSS THIS SEA--OR 
LAKE, OR WHATEVER IT IS-- THIS OLD 
BOAT |S INTACT ENOUGH TO TAKE 
US, ELRIC. 


... AND THE 
OWNER 
CERTAINLY 
WON'T ARGUE 
IF WE 
TAKE !T. 
<= / THE KIND OF WOOD 
: IT’S MADE OF IS HARD 
_] AS IRON, SO IT 
HASN'T ROTTED... 


... IT IS NOT ... NOTAS IT «gy 0O NOT WORRY 
WATER ... KNOW IT. : ABOUT IT, 

Awa ~SHAARILLA. WE 

WILL MANAGE... 


= 


a : ; 
— =| TURN MY CLOAK 
aD = INTO A MAKE- 
=" ; SHIFT SAIL . 








NYelo) Mla a@yalel7s ... AS PERHAPS 
OFF, TAKING CARE THE BOAT'S 
NOT TO GET THEIR MAKER DID. 
FEET IN THE SEA... 


1 / SWOOPED OVER US SO 
FAST-- 1 COULDN'T 
MAKE IT OUTS 


WHAT ISA 
CLAKAR, 
ELRIC? 





PRIMEVAL ANCESTORS -- HE FEELS AND THEN THE CLAKAR !S 
OF SHAARILLA‘S ONLY A UPON THEM AGAIN, WITHA 
BEAT OF LEATHERY WINGS... 


SLIGHT 
TINGLING. 











Ss Sy] 


q Pe tie v 

| ji > / = 2 

| . | LOOK OUT, 
é 4 ML SHAARI--3¢ 
oy f/f KX 


MY SWORD -- oe 


IT'S SINKING @ : 
BEAST / AEX 4) 


OF COURSES 
igi bt DID 








Cc 


—> 


ISSSSBxTSTS.> AS 
ey A ea io ee L 


Sy 
~ 
































THERE! I HAVE IT! 
BUT-- SO WEAK--/ 


AM I BOUND 
TO THIS BLACK 
BLADE -- 


L 
FOREVER? 


/ ELRIC! WE'RE 
NEARING 

LAND--I CAN 
SEE IT! 


BUT-- WE'RE 
Ba ate 
EE \ SO FAST--£ 


1 CAN ONLY HOPE... Tm 
ITS POWER RETURNS... 
ON DRY LAND. 


AGAIN THE 
RUNESWORD 
§ MOANS FAINTLY... 


ELRIC-- CAN 
YOU RISE? 


I...WON'T DIE... 
BUT ALREADY MY 
EYESIGHT |S FADING. 


THE FORCES OF 
CHAOS.., RULED 
SO STRONGLY 


€ A GIVE ME... 
ON THE SEA... / @77 4 MY BLADE. 


.. ITS SONG INCREASING AS THAT POWER FLOWS 
UP ALONG ELRIC'S ARM, GIVING HIM 
RENEWED VITALITY... 


mar INTIME, THE ALBINO 
RISES, TREMBLING... TO 
SILENTLY LEAD HIS 


COMRADES TOWARD A LIGHT 
IN THE SUBTERRANEAN 
DISTANCE... 
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FEEDBACK 


letters & comments 


Dear Stan and Archie, 

| am a new reader to your magazine, 
and | really enjoy it. | loved Marada. It 
was magnificent. John Bolton’s art was 
the best that | can honestly say | have seen 
anywhere, and Chris Claremont’s story 
was as beautifully majestic and slightly 
tragic as the she—wolf herself. | am sorry 
to hear that Marada will no longer appear 
in Epic, but | look forward to your prom- 
ise of two more Marada stories. 

| also enjoyed the Dragonmaster of 
Klarn very much. The most recent 
episode was wonderful. | hope the series 
will run for many issues to come. 

| found the Gameview article refresh- 
ing. | enjoy the knowledge that someone 
else shares my opinions concerning cen- 
sorship. | truly believe that freedom is the 
most precious gift we have, for nothing 
else can be truly enjoyed without it. 

My only objections are that some of the 
single-run stories are a bit thin, and 
please remember that foul language only 
cheapens the dialogue. 

Keep up the good work and keep 
reaching for the stars. 

Leslie Ann Sullivan 
Laguna Hills, CA 


You'll be happy to hear that the next 
two Marada adventures, one set in 
Alexandria and delving into Marada’s 
past, and the other a full color, 
swashbuckling fantasy, are well under 
way, Leslie. Also, both Chris and John 
have a few other Epic projects in the 
works, both together and separately. In 
fact, the first of these, another of John’s 
The Llehs stories, with writer Graham 
Marks, appears next issue. 


Dear Stan and Archie, 

I'm no longer going to be buying Epic. 
It currently costs a pound over here, and 
that’s just too much for what's being of- 
fered. I’m of the opinion, like most of 
your readers, it would seem, that Epic has 
been improving consistently since it first 


appeared. Certainly that material in the 


twelfth issue was far better than what was 
in the first, but | don’t think the improve- 
ment has been great enough. Epic still re- 
lies too heavily on fantasy, and in particu- 
lar fantasy which is merely cheap regurgi- 
tation of Tolkien or Burroughs. How 
many stories over the past couple of is- 
sues, the past few years, have used Forces 
of Good versus Forces of Evil? Far too 
many. Dwarves and Elves, little people 
versus dragons... these symbols are ut- 
terly clichéd and blatantly unoriginal. If 


the stories employing these characters 
were fresh and full of vitality, then the re- 
dundant foundations might be forgiven, 
but the fact is that the stories have been 
poorly executed. And even the most 
breathtaking of art cannot totally make up 
for a bland story and plot. 

In addition, the science-fiction which 
Epic has chosen to use has been of the 
worst kind: either vast, sprawling works, 
intended to convey deep meanings in 
metaphysical symbolism, which turn out 
to convey merely extraordinary depths of 
flatulence; or little pieces which deliber- 
ately hide the true meaning, hoping to 
entice the reader, but only achieving an 
astounding obscurity. 

As I’ve said, I’ve detected improve- 
ment. With regard to fantasy, Abraxas 
and the Earthman is excellent. I’ve been 
Captivated from the start, and I'll proba- 
bly keep buying Epic until the story ends. 
Claremont and Bolton’s Marada is also a 
beautiful piece. The work is superior to 
anything Chris has done with The X-Men 
in many months, my only reservation 
being his obsession with establishing 
mother—daughter relationships in all his 
works also carrying over into Marada. 

The science-fiction, such that it is, is 
also improving. Although still compelled 
to put in twist endings, both Vanjaka and 
Muth produced interesting material. 
However, there is no doubt in my mind 
that the best s—f that Epic has so far fea- 
tured was Ken Steacy’s adaptation of 
Harlan Ellison’s stories. Adaptations of 
other Ellison works, as well as other s—f 
authors, would be very welcome indeed. 

As I’ve said, once Abraxas has come to 
an end, I'll probably take Epic off the buy 
list. But, I'll be back. I’m pretty sure that 
when | do return, Epic will have finally 
outgrown its teething troubles, and will 
be a magazine to be proud of. 

Kevin J. McKee 
Lanarkshire, Scotland 


Gee, Kevin, if you take Epic off your 
“buy” list, then you won’t be around to 
see The Ball Game, Zoran Vanjaka’s 
latest Gedeon Plexus adventure, or The 
Return, by Jon Jay Muth. We assure you, 
they’re both worth sticking around for. 


Dear Stan and Archie, 

My favorite part of this issue was 
Weirdworld, Part 3. Moench is a superb 
craftsman, who here shows his wonder- 
ful talent for fantasy adventure. John 
Buscema is superbly suited to this field, 








as his visual conception of Weirdworld is 
marvelous! 

Let’s see more of Jon Jay Muth. His art 
is marvelous and his ideas enchanting. 
My fiancée had to explain/interpret Small 
Gifts for me, but | enjoyed it nonetheless. 
And Pursuit was such a perfect artistic 
rendering of one universal idea. 

Claremont and Bolton’s Marada was a 
pleasant surprise, as | thought last issue 
was the last we'd see of her for a while. 
Although | didn’t think this story was up 
to par with the two previous issues, it was 
the second best feature in #12, after 
Weirdworld. 

Zoran Vanjaka’s To Kill a Dragon was 
intriguing and nicely drawn. | didn’t care 
much for the article on Wolverton, but 
the Spacehawk story was a lot of fun. 
Some of today’s stuff isn’t that good. | 
loved the ending, when Spacehawk flies 
away, leaving Captain Dakk to live sev- 
eral hundred more years as a hornosaur 
(love that name!). I’ve lost all hope for 
Abraxas: the sooner it’s done, the better. 
Transition was merely foolish. Cabin 
Fever was a disgusting excuse for sex and 
violence. 

All in all a very good issue, despite 
some failures. 

Daryl Lanz 
Winona, MN 


Well, Weirdworld has run its course in 
Epic for the moment, Daryl. However, 
you can look forward to other install- 
ments of the tale, written by Doug and 
drawn by Mike Ploog and Pat Broderick, 
in future issues of Marvel Fanfare. 


Okay... so we can please some of the 
people all of the time, and all of the 
people some of the time, and some of the 
people some of the time... but every time 
we think we’ve got a consensus on how 
we’re doing and which features every- 
body likes or doesn’t care for, we get a 
few intelligent, well-written letters from 
people who write most persuasively 
from totally opposite viewpoints. 

Now, if we have this straight, what 
you all want is well_written, well-drawn 
sariany and science-fiction stories. Got 
it! 


if you have letters or comments you’d 
like to see in these pages, please address 
them to: 


Feedback 
Epic Illustrated 
%Marvel Comics Group 
387 Park Avenue South 
New York, N.Y. 10016 
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HIS /§ ONLY A TEMPORARY CEASE FIRE. 
if 5 f rine ie Aah Sone Vara = Ki PNET Ms ee 


. ae 


Ri WE ALL THINGS Vee 
iit mi vuST END, Tia 































































SiN emer ate) el ee e baa aS Para: i 7 
comm Wn Wee 


B® wHaT Does am 
a HE WANT? in 









HEAR MY WORDS, FOR IT AM wg LISTEN TO MY WORDS AND BEAR 


MESSIAH / I HAVE COME To SAVE YOU ITNESS TO THE | ITY oF £ 
tS uae FROM YOUR OWN MADNESS. HIS THING. CLLEE MAR. ge: 





Abe BA IS THAT NOT ‘ah sues Soke hosed 

iv YOUR, BROTHER STARING DS WORDS FILL THE . 
. PO YOU SEE # pa BACK AT YOU ? Ate BATTLEFIELD ANP CUT fn 
Wyler $e uy ee ne 

















THEY CUT DEEP INTO LONG UNUSED EMOTIONS. THEY CUT DEEP INTO SOULS THICKLY ENCRUSTEP W/TH WAR. 
THEY CUT DEEP 50 THAT SOMETHING WHICH HAS LONG BEEN BURIED CAN ONCE AGAIN SEE THE LIGHT OF DAY. 


_« Met oy te =e i gia “* 5 z Rs brhitny oe Cab ribon EEG NEN 
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Cas ene — er 
Se ests Caer 
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ogee LZ 


MMM NV EORTUNATELY, SOME MEN CAN HEAR Ja 
BEE CUT ARE INCAPABLE OF LISTENING. _————nia 


MESS/AH:> ETE 

MY ASS / ging 
“ig ci ; HE DON'T ee 

mam BELONG HERE, Ae 


ALL HIS 
JAWING 
IS MAKING 
EVERYONE 
M/1XEO 

iD ,7 


~.<S 
EASY SOLUTIONS, 


BUT IT'LL & 
FIX THAT. 2 














THE WORDS |" 
STOP. 
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THE SAVIOR HAD COME| THEY CAN'T im 
TO BRING US PEACE, GET AWAY ame 
. WITH THAT! @i@ 


IM! 








THEY 
MUST QE. 


MupRMEECEEEE ... 42 SO THE CEASE FRE Sn 
ee DIES WITH THE MESS/AH, J 


Ls 


tes er : RUN coe, 


wo Senne 


RN i GE -— ; 
SO att Se ho Saiess 
x ~ [ALL THINGS MUST END...| 7 
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SYNOPSIS 


Two earthmen — marine biologist John Isaac and 
submarine commander Falco — have been shang- 
haied by aliens who hunt whales across the vast 
reaches of space. 

To prepare the prisoners for duty aboard his 
strange, treelike vessel, Captain Rotwang turns them 
over to his ship’s surgeons, enormous insects known as 
the X/exu. The Xlexu strip Isaac of his skin, replacing it 
with a transparent membrane suited to the atmosphere 
within which he must now work. In addition, they join 
the two sides of his brain, which are separate in most 
humans, giving him the ability to generate and release 
an immensely powerful aura. Falco has been decapi- 
tated, his body set in perpetual, robotlike motion as a 
laborer, while his intellect and emotions remain 
trapped in his head. 

In return for Rotwang’s guarantee that he and 
Falco will be restored and returned to Earth, Isaac 
sends out his aura, drawing Rotwang’s nemesis, the 
great red whale Abraxas, toward their ship. Then the 
captain betrays his promise, ordering his crewmen to 
kill the prisoners. One Xlexu escapes with Isaac, but 
the other is mortally wounded. Dying, it reveals to Rot- 
wang that he and his crew have been Xlexu pawns, act- 
ing out some great design of the insects all along. 





















































































































































Raye 


EATEMAN 


written and illustrated 
by 
RICK VEITCH 







OF 
gite 


HE BURSTS 
THROUGH THE 
STORM Cc UDS, BLOTTING 
OUT THE SKy, CHURNING THE f rated f 
HEAVENS a HIS VENGEFUL aa THE CLOCK 


KEw, OF FATE BEGINS 
ei SgINe. TO CHIME, WHALE-- 
Seana” 
age a hour! " 
STOPS! 


50, MONSTER, 
IT SEEMS THE 
STRINGS OF THE 
XYLEXU HAVE JERKED US 
BOTH LIKE PUPPETS 
TO THIS 
MOMENT! 
ve SENSE 


THIS. ENCOUNTER 
IS AS IMMUTABLY 
DECREED AS DAY 
MUST FOLLOW 
NIGHT! 


FOR THIS! 
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UNNGH/ 
W- WHAT 
HAPPENED-- 


THE 
SELF CAN 
NEVER GE , 
‘CONTROLLED, 


YET TO 
AWAKEN INTO 
(IT WILL SERVE 
ALL CREATION 


L, 


USE YER 
HEADS -- YER 
ONLY HOPE \S 
TO BRING HIM 
DOWN... 


. - wEb E 
oot he fl HE'LL HAVE 
ee 7 Sess 
os 


oo 


YOUR NEW SELF |S 
sphsclyh Poe WORKING 


EARTHMAN-- 


AWAKEN TO 
THIS 
MARVELOUS 
FACT/ 


TM 
CON FUSED, DREAM IS 
n° REAL 
0. HAVE ANY IS THIS EARTHMAN., 
OVER IT,,. ey Heid: 


AM I 
DREAMING? 





FROM THE LEAD WHALEBOAT, ROTWANG LETS LOOSE 
BARB AFTER BARB INTO THE HIDE OF HIS NEMESIS. 
FEEL THESE Se (Ree SS a ge 
NAILS, ABRAXAS! CE g- Ua 
FROM HELLS ff x 
HEART f STAB. S 


AT THEE! 


FOR HATES SAKE 
J SPIT MY FINAL 
BREATH AT THEE! 


But HIS FEARSOME RAGE 
IS DWARFED BY THAT 
OF THE GREAT REDS © 


ABOARD THE 0 - 
YORRIKKE 1 i MECHANICALLY 
i FEEDING THE 
5 Gael FURNACE AS 
me «IT HAS FOR 
MONTHS,,, 


THEY'RE 
TRY/NG, 
CAPTAIN! 





AA 4 


he 
UNABLE TO EVEN 
SENSE WHEN ITS 
SURROUNDINGS ARE 
TRANSFORMED INTO 
AN EXPLODING 


BLISSFULLY 

UNCONSCIOUS 

OF ITS OWN 
DEATH! 


THE FURNACE 
HAS BLOWN! 


THE BELLOWING OF 
THE WHALE MIXES 
WITH THE SCREAMS 
OF PYING MEN., 


ANOTHER FINE SHIP 
OUT FROM UNDER 
ME uu? 


THE 
MONSTER IS 
700 &/G, 
CAPTAIN! OUR 
BARBS HAVE 
WO EFFECT! 


THE SHIP 
1S BURNING! 
THE BOILERS 
HAVE LET GO! 


$ 
CRACKS? 








AS ROTWANGS EMOTIONS WRITHE LIKE A 

SACK FULL OF SNAKES, PESFAIR STALKS ISAAC 2 HEY, 

THE BURNING DECKS OF THE YORRIKKE... YOU /N SPHINX ACTS 
THERE? INSTINCTIVELY, 


SELFLESSLY.,, 


ISAAC AT 
ROTWANGS 

CABIN! 

BETTER 
CHECK AND 
SEE IF HE Tae 
NEEDS HELP Pes 


eS) 


om 





HIP-- 


CAPTAIN-- 
WE'RE THE 
ONLY BOAT 

LEFT! 


C-CAPTAIN.W? 


SOMETHING'S 
ALIVE DOWN 
THERE! 


WITHDRAWING EROM HIS 
PREY, THE GREAT RED 
PUSHES HIS PLEATED 
FOREHEAD THROUGH 
_ THE SKY, TRUMPETING 
HIS VICTORY.,, 














AAARG! 
oe LITTLE HIS SONG-- 
| REALIZING $0 POWERFUL 
! IE IT FEELS LIKE 
: : MY HEAD'S GOING 
ae Mal Bai TO EXPLODE! 
ay, ae  sasnaness AND 


SUFFERING Fp 
3 AUDIENCE... | f 








MY SANITY 
WON'T STAND UP 
TO THIS FOR 

VERY LONG! 





ISAAC TURNS INWARD, SEARCHING 
THE SUBTLE REGIONS OF HIS 
CONSCIOUSNESS.,, 


HE SEEMS TO 
BE LETTING UP, 
THANK GOD... 


NOW \F 

ONLY |} 
COULD SEE 
SOMETHING-- 


wu THERE HE 
fg fs WHAT 
E NEEDS! 


ee sis 


Maree tm 
GETTING THE 
FEEL OF THIS 
AURA THING.,,/ 


DIGESTING 
IN HIS 
GASTRIC 
JUICES! 


PHEW: 
THIS MUST 
BE ONE OF HIS 

STOMACHS! 


BUT IT DOESN'T 
TELL ME WHAT 
I'M DOING 
IN HERE... ? 


H 
XLEXU WAS 
SPEAKING 
1 IN RIDOLES 
LIKE 


oe 


SOMETHING 
ABOUT FINDING 
MY SELF... 


ry BUT IT's 
/ MORE THAN 
JUST WHALERS-- 


DOWN THERE, 
TOO... HUH? 

















































































































































U-UNLESS 
{f MAYBE YOU 
ARE LOONS fF 
SELFR’ 4 


LIGHT Sieh rt egal: PUT LOON 
LOON DOES N Y, HERE TO FIND 










‘SELF BUT LOON 
CAN'T FIND SELF 
IN rah Pee ead 


LIKE LIGHT) 
























TA ea 
pleces.. GIBBERISH! (an 
PIECES ON P 
A GAME 
BOARD... 





f SIRAING BEEN 
TOO MUCH! 
THE CAPTAIN 


Nit TWIT! 









WE'VE GOT TO SET OFF 
IN THE REMAINING BOAT iad 
ANP HOPE TO FINO te WHATS THIS 

ANOTHER WHALER -- YE'RE PERPETRATIN’' 
PERHAPS THE KLEXU H NOW, NEVERSWEAT? 
ANOTHER RUSE TO 
AVOID ALITTLE 


LM FIRST MATE-- 
THAT PUTS ME 
IN CHARGE! 








ON BOARD CAN HELP 
THE CAPTAIN..,, 











AND WE WANT 
NO MORE PART. 


BASTARDS 
LASH AS WELL 


cae 

I LACKEY 
TO THE 
END, EH 
STAUB? | 


PLACE 1S 
WITH MY 


PUPPETS... 
PUPPETS... 


CAPTAIN-- 
AND MY BUTY 
\S TOWARN YE 
THAT WE'LL YET 

LIVE TO SEE 
YE ALL HANG 
FOR THIS! 


BE COMIN’ 
WITH 
US? 


WELL, WE 
ARE OW ON 
FOOO-- HE MIGHT 

COME IN 

HANDY ... 


BUGGER OFF 
NEVERSWEAT! 
WE'RE WITH 


WHAT 
ABOUT 
FALCO2 


YERSELF 
(N WITH THE 
GIMP AND HIS 
FOOL! WE CARE 
NOT! 


YER BLEACHED BONES 
WILL JOIN THE REST-- 
(N THIS MONUMENT 

TO ROTWANG'S QUEST/ 


| ae EE 


ABRAXAS & THE EARTHMAN continues next issue 


STAUB! 


NO ONE 1S 

EATIN'! FALCO 

WHILE JM 
AROUND! 


HAIL 
ROTWANG, 





WHILE THE GODS LAUGH (continued from page 34 


WE NEED TO ENTER 
THE CASTLE, BEFORE 
WE CAN DIVIDE 
ITS PRIZE. 
“I THINK OUR QUEST 
WILL END IN YONDER 
CASTLE OF BLACK 
STONE, MY FRIENDS... 
THERE, OR NOWHERE. ” BUT ENTER 
sss IT HOW? 
THIS BARRED 
GATE--£ 
"BEFORE I GO 
FURTHER, ELRIC, I 
THINK I'VE EARNED 
THE RIGHT TO KNOW 
WHAT THIS BOOK 
IS YOU SEEK.” 


SEE YOU? 
IT FADES, 
, AS IF IT 
HEARD YOUR 
“IT 1S CALLED THE 
DEAD GODS‘ BOOK; 
I CAN TELL YOU” 
NO MORE, MOONGLUM: 


IT SMACKS 

OF A TRAP 
WAITING TO 
BE SPRUNG. 

“I MIGHT NOT HAVE 

ASKED, FOR ALL 

YOUR WORDS MEAN 

TO ME,., BUT I HOPE 

I'LL BE ALLOWED 

SOME SMALL SHARE 

OF WHATEVER 

TREASURE 

IT REPRESENTS. ” 


SHAARILLA IS 
RIGHT! BETTER 
WE TRY TO 


REACH THE 
THE MINIONS SURFACE. 
OF CHAOS! 


AND His 
COMPANIONS... 
DO NOT WANT TO 
BE LEFT ALONE 
IN THIS HELLISH 
PLACE. 


52 EPIC 





GREETINGS 7O YOU, LORD YOU NEED NOT FINGER 
ELRIC OF MELNIBONES YOUR PUNY BLADE SO 


y , NERVOUSLY... FOR I 
y I AM ORUNLU THE fii + Z CANNOT HARM YOU, 
> KEEPER, AND THIS IS P “ » NOW THAT MY OBLIQUE 
Ym A STRONGHOLD OF : ‘ EFFORTS HAVE FAILED. 
< ®B THE LORDS OF " ‘ 


CHAOS. 


“a 


i i a / YOU CANNOT 
ie STOP US? 


’ hy 


YOUR REALM 
ONLY BY 
VOWING NOT 
TO DO SO. 


TELL ME-- THE 
BOOK YOU SEEK 


| I HAVE NEVER 
SOUGHT To 
LEARN IN THREE 
HUNDRED 
CENTURIES OF 
GUARDING IT... 


THERE [5S 
NO TRUTH... 
BUT THAT OF 

ETERNAL 

STRUGGLE. 


THEN PERHAPS I HAVE SWORN J_HAVE BEEN TOLD THE KNOW- 
THE BOOK WILL NEVER TO ‘ § LEDGE CONTAINED IN THE BOOK 
TELL ME. VENTURE TO COULD SWING THE BALANCE TO 
“ THE SMALL , THE SIDE OF THE FORCES OF LAW. 
CHAMBER IN ‘ 
THE CENTRAL Wf y BUT THERE IS 
TOWER WHERE ANOTHER 
IT LIES... ELSE POSSIBILITY 
vs WHICH DISTURBS 
ME EVEN MORE. 


THERE 1S 
ONLY THE 
BALANCE. 


c /S OVER. 


























































































































!T COULD CREATE 
SUCH A TREMEN- 
DOUS IMPACT ON @& 
THE MULTIVERSE 


EVEN MY MASTERS 
FEAR THAT WOULD 
| MEAN THE DESTRUC- 


TION OF ALL MATTER, 


IN THE ENO. 


I HAVE LITTLE 
TO LOSE, ORUNLU 
BUT THE KEEPER. 
TO PRESERVE 


THE ETERNAL 
STRUGGLE. 


¥ 
une 


ee 
“ame 











Wf WHAT CARE mh -- THE 
/ IFORTHE |} 4 KNOWLEDGE 
N\ GEMS THAT | 1\ Q? Wc CONTAINED-- 


\ ENCRUSTED 
py IT. 2 WN R 
N - 


\ 











TROYED 
WHICH HAS 
FOR THREE HUNDRED 
EVEN THE WISE 
AND POWERFUL 
GODS WHO 
CREATED IT 
HAVE PERISHED, 
LONG SINCE... 


TIME HAS DES 
CENTURIES, 


ae 


x 
=: 
Ww 
Ox F 
or 
Wi 
I 
20 
ow 
22 
XO 
= 
ro 


‘S PALE AND 
THERE IS NAUGHT BUT 
YELLOWISH DUST. 


TWITCHING HANDS, 
A PILE OF 


IN ELRIC 






































BENEATH A WEIGHT OF WEARINESS i 
AND DARK DESPAIR, DOES NOT Ty , 
SPEAK WHILE HIS COMPANIONS vee THOSE WHO 
DRAG HIM FROM THE CHAMBER, A *| KNOW-- WHO Re 
io ARE CERTAIN 
vie. OF THINGS. 


ACROSS THE SUNKEN SEA, AND 
OUT ONCE MORE [NTO THE WORLD 
OF THE SUN, THEN: 


ALL I CAN DO 

Eo 

UE 
NOW, I WILL LIVE ~hME y --We 

MY LIFE WITHOUT EVER : + fA Hore--MAT Oe 
KNOWING WHY I LIVE < ¥ « °*| BEFORE MY SPAN IS 

\ T-- WHETHER IT HAS é AG m ENDED, THE TRUTH 
PURPOSE OR NOT. 5 om WILL BE PRESENTED 


EVEN IF THE BOOK 
COULD HAVE TOLD ME-- 
WOULD I, THE ETERNAL 
SKEPTIC, HAVE 

BELIEVED ? 


COMFORT YOO ) ( NEVER MET SIMARILA ee SS / 
HAARILLA }e 
SOMEHOW... / OF THE DANCING MISTS a ee AM LEPT MORE HIOPE- 
Sa ; LESS THAN BEFORE. 


I FEEL THERE 
IS NO SALVATION 
IN THIS WORLD, 

BUT ONLY 

MALEVOLENT 

DOOM. 




















HERE, GIRL. TAKE 
THIS, AND... AND... 


7 i've FOLLOWED 
i} YOU THIS FAR, 
MASTER ELRIC, 
\ AND I SEE NO 
REASON 
i \ TO STOP. 


BESIDES, UNLIKE 
YOURSELF, I'MA 
MATERIALIST... 


».» AND WE'LL 
NEED TO EAT, 
YOU KNOW. 


... SHE TURNS, 
THINKING OF THE ... AND WAVES ALL 


WINGS SHE NOW THOUGHT OF THEM 
WILL NEVER HAVE... AWAY WITI 


HA 
FLUTTERING HAND... 


COME, ELRICS WHAT NEW 
AND FRIENOLIER LANDS 
MAY WE VISIT... 


BEHIND, SHAARILLA 
STARES MISERABLY 
AFTER THEM UNTIL 
THEY ARE QUITE 
GONE FROM SIGHT. 
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A native of Ohio, P. Craig Russell 
entered comics in 1972, introduced to 
the business by artist Dan Adkins (Dr. 
Strange, Sub-Mariner, Superman), 
who was living in the state at the time 
and was working for Marvel. Through 
his apprenticeship with Adkins, who 
also brought fellow, Ohio residents 
Paul Gulacy and Val Mayerik into the 
field, Craig learned enough, 
particularly about layout and story- 
telling, to begin doing work on his 
own; first, short stories in Marvel’s 
horror titles, and, eventually, a 
continuing feature, Antman. He went 
on to take over the science-fiction 
series Killraven, which was a very 
loose continuation of concepts from 
H.G. Wells’s War of the Worlds, and 
there, teamed with writer Don 
McGregor, Craig fully made his mark 
in the comics field. Among the many 
other memorable graphic story works 
done by Craig since then are the 1977 
Dr. Strange Annual for Marvel, Parsifal 
for Star*Reach Productions, Night 
Music for Eclipse Productions, and 
Isolation and IIlusion from Epic 10. 
At the time of this interview, 
conducted by Archie Goodwin and Jo 
Duffy, Craig had just delivered the 
completed pages for the Elric story 
featured in this issue, written by Roy 
Thomas and packaged for Epic by 
Mike Friedrich’s Star*Reach 
Productions. Printed copies of the 
same team’s Elric graphic novel, The 
Dreaming City, published by Marvel, 
had also just recently gone on sale. 





EPIC: Craig, you’ve now drawn two 
lengthy graphic stories about Michael 
Moorcock’s Elric. Is there something in 
particular that attracts you to the 
character? 

RUSSELL: Well, he’s the darker side of 
a lot of what I’ve been doing for years. 
It’s the chance to draw faces and 
figures showing pain, disillusionment, 
and despair-- which is always a lot of 
fun. Then there’s the magic, the 
chance to do sword and sorcery with 
the emphasis on occult spells. If 
handled right, most of these spells are 
really exercises in graphics, in different 
sorts of line techniques. Done 
sensitively, it can really suggest 
something of the other-world. | think 
Steve Ditko did it very well. 

EPIC: | was about to ask if his treatment 
of spells, like in his Dr. Strange, was 
an influence. 

RUSSELL: Ditko pointed out what 
could be done with it. There have 
been a number of influences over the 
years. There’s a book of the ritual hand 
poses of the Buddhist priests. They 
were drawn in the 1920s by a woman 
who went into the secret sects and did 
illustrations of the different hand poses 
they used. | drew on that for the first 
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time in the Dr. Strange annual that | 
did. Ditko’s hands were always drawn 
so uniquely. They always seemed to 
mean something instead of just four 
fingers sticking straight out, firing bolts 
of lightning, which it seemed to me 
almost everyone else had been doing. 

When it’s not done right, the spell 
never looks like a psychic force 
unleashed. And that’s what you want 
to get-- the feeling of Dr. Strange’s 
psychic forces combined with Elric’s 
elementals. Another source | had was 
a book | found in the Wellsville Public 
Library on thought forms of the 
theosophists. It was filled with little 
paintings of what, on a purely mental 
plane, greed and joy and anger and 
such looked like. They were all sorts of 
different colors. Anger would be a red 
cloud with a hook coming out of it. Joy 
was almost like wings, but with a 
hovering and folding feel to it. I’ve 
always felt that’s exactly what a spell 
is, and that’s what demons and 
elementals should suggest. More than 
just big splashes of light. 

EPIC: You seem to come up with a 
more literal interpretation of a spell. 
More than just a suggestion. 
RUSSELL: Right. Each one should be 
different. They should have a fairly 
concrete look to them-- malleable, 
able to change with circumstances-- 
but a certain type of thing, so that it’s 
not all the same kind of cosmic goo. 
You want more than laser bolts and 
fog. A number of the Surrealists have 
also been an influence on me in this 
respect. 

_ Inthe Dr. Strange tv show, which 
had some nice production, one of the 
things that didn’t work was the magic 
spells. Even with state of the art, it’s 
much harder to suggest psychic things. 
It’s really more appropriate for 
animation where you can actually 
show beings coming in and out of 
dimensions. With cinematic 
techniques, you get more purely 
optical effects. 

It’s much the same with Elric. 
Moorcock gives these elementals 
particular names, so they all seem to 
be separate species. | always think of 
earth, wind, fire and water when I’m 
working. Those seem to be the type of 
figurative means | use to bring out the 
elementals. With Elric’s sword, 
Stormbringer, instead of showing 
speed lines cutting an arc through the 
air, | use trails of flame behind it 
because in the books, when people are 
struck by the sword, it’s portrayed as 
sort of a burning sensation. 

EPIC: It literally consumes them. 
RUSSELL: And | try to suggest that 
visually. The same thing with the cover 
of Epic. | was drawing both little 
demons and elementals flying all 
around, and there’s Fire in the piece 
and his hair seems to be turning into 
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flames. | was trying to get a 
claustrophobic feeling when Elric is 
doing the spells. 

EPIC: With the circular motif, it’s 
almost as if the spell is encasing him as 
well as him calling forth the spell. Or 
perhaps we’re looking in from whatever 
dimension he’s calling upon. 
RUSSELL: Compositionally. | tried to 
make it seem as if everything in the 
circle is turning in on him. There are 
all these circles coming in from the 
outside. It’s not just drawing a square 
piece and then putting a circular mat 
around it. It’s all designed with the 
circle to get the swirling effect around 
him to come to the face and hands. 
EPIC: And draw you in. And hopefully 
make you want to buy the magazine. 
Buy this magazine or I’Il squish this 
little demon. 

Was there any difference in how you 
approached the two Elric pieces 
graphically, Craig? 

RUSSELL: | think it was fairly close. 
Perhaps a little more refined this last 
time. | did very few preliminary 
sketches when | started the novel. | just 
began on pages four and five, the 
appearance of Elric. | did the large 
close-up drawings first. They’ve 
changed a little bit since then, facially. 
Not that he looks different, but, as | 
said, more refined. 

EPIC: You used models for some of the 
characters? 

RUSSELL: For Elric, | used a sort of 
extended stylized version of my own 
face. Mostly because-- 

EPIC: You're there and you're 
convenient when you need you. 
RUSSELL: Right. | don’t walk out on 
me and | don’t charge much. Also, 
Elric has such extreme expressions. It’s 
difficult to get extreme expressions out 
of most people. They’re self- 
conscious. 

EPIC: It takes several days to get them 
comfortable. 

RUSSELL: And you usually don’t have 
several days. The exception to that was 
my model for Yyrkoon in The Dreaming 
City. He’s a friend of mine, Fritz. He’d 
read almost all the Moorcock books, 
so when | asked him to be Yyrkoon, he 
was game for it. He’s also a wonderful 
ham. If you asked him to leer or look 
insane, his face would just turn upside 
down. All the pictures are stylized, but 
he looked like that when | took them. 
EPIC: And you didn’t really have to 
exaggerate his expressions? 

RUSSELL: As | said, | stylized it, so 
that’s exaggeration. But still, 
underneath it all-- that’s really Fritz. 
EPIC: It seemed in the second story, 
While the Gods Laugh, your approach 
to color was more monochromatic or 
duochromatic than in the first, where 
you tended to use the full range of 
color on every page. The limited color 
approach seemed very effective. 


RUSSELL: I’m trying more to key a 
scene with color. Whereas in The 
Dreaming City | tended to use families 
of colors for a scene. With this last one 
| was kind of holding my breath the 
whole way. It was scary, because 
putting one color down over all of 
those drawings would sort of cover up 
the whole thing. | first tried it on page 
twenty or twenty-one where they go 
down into the cave. | just covered the 
whole page with a pale blue, except 
for a couple of white areas. Then | 
went over it with other purples and 
greys to get a whole range. 

EPIC: You also sometimes put 
zipatone, those black dot-pattern 
sheets over the color. 

RUSSELL: | certainly can’t take credit 
for that. The first time | had seen that 
was in Al Williamson’s Flash 

Gordon series in the 1960s. It had 
probably been used before then. Neal 
Adams and Tom Palmer did it a lot in 
the X-Men. It was especially 
appropriate for four-color comics 
where you don’t have all the shades 
and can’t use modeling. So you just 
color it straight and put the black dot- 
tone over it. Wherever you put it 
would suggest shadow and the rest 
would be light. You get some really 
nice depth effects. Now in Epic and 
the graphic novels we don’t have to 
use it for that reason because we have 
full process color. But it’s still 
graphically effective and | see no 
reason to throw it out. 

EPIC: Even though it’s a full color job, 
you still do it entirely in black inked 
line first, and then go back and put the 
color in? 

RUSSELL: There are a few, what you 
would call painterly effects, but mostly 
| design the job from black and white. | 
think one of the reasons regular comics 
have been so attractive to me in spite 
of their terrible production values is 
that simple black line with color is 
attractive to begin with. It’s survived 
despite the bad production. And if you 
have good production, there’s no 
reason why it can’t look even better. 

The form itself of black line with flat 
color is so attractive. It’s one of things | 
always liked about animation. It only 
starts to look artificial when they try to 
elaborately render instead of using the 
flat cel approach. They did it in 
Sleeping Beauty, one of my favorite 
Disney's. When the Prince came to 
kiss her, they painted her with modeling 
since she was immobile. It looked like 
he was kissing a statue, even though 
she was modeled and he was flat. He 
was more realistic because he was 
moving. It’s the same way with 
comics. 

It relates a lot to Japanese wood 
prints, which are so evocative in their 
color and black line. With a wood 
block technique, they had to suggest 




















mist and light and air and water with 
black lines and flat color in the same 
way comics artists do. | was able to 
apply a lot of that to the color work. 

| also think, and | may be wrong, 
that the way you break down a page, 
panel to panel, the flow of the story, 
would be very hard to do in multi-panel 
pages using a full painting technique. 
It seems to work against movement. 
What may also make it look stiff is the 
word balloons-- stark black line letters 
on a white background. Integrated into 
the artwork, there’s nothing obtrusive 
about them at all. But when you start 
getting things painted and modeled 
and looking very realistic, then you’ve 


got these flat things hovering in space Y\ | ee Zou His 
that really start to stick out. That’s why Z is a ape id 
in the newKillraven story that Don : Gy tw ” Q Fi BROKEN 


McGregor and | are doing for Epic, I’m 4 c “ai AT LAST... 
drawing in the word balloons myself. : im /7 ‘= 4 ‘ 
That way the thickness of the word 
balloon outline will be the same as the 
drawing line. One thing | noticed in 
wy the reproduction of the last few stories 
I’ve done is that the word balloons 
seemed too heavy in relation to the 
drawings. Now there are other artists 
who have a bolder line for which that 
7 would be just the right consistency, 
but not me. | drew my own balloons in 
the Parsifal book and | think think it 
was less obtrusive. 
EPIC: It’s not the sort of thing a lot of 
people are conscious of. Even many 
people in comics don’t take such an 
organic approach. 
RUSSELL: Alex Toth has been doing it 
for years, but few others have. Unlike 
Toth, | can’t face doing all that lettering, 
so | content myself with the drawing 
and placement of the balloons. 

It's a very strange combination, 
words and pictures. It’s such an 
artificial convention that anything that 
jars makes it even more so. Unless you 
really want to call attention to the 


captions and balloons for some ' Whi wy, 
humorous or aesthetic reason, you G (ike, 





have integrate them and make them G'* 
unobtrusive. It’s the reason | don’t like 
set type in place of handlettering. Type 
Pay is so cold. It clashes with what is 
usually a warm drawing, a line that 
gives and takes, meanders around and 
gets thick and thin. If you’ve got these 
hard edged little letters running across 
a that drawing, they're obtrusive because 
By, they’re inconsistent. You can take the 
most outrageous liberties with words 
and pictures, yet if they are consistent 
unto themselves, the viewer will not 
only accept it, but will be drawn 





On the opening page of the article: 
By a self-portrait by Craig Russell. 
This page: Life and art. Friends 
serve as models for characters in 
the Marvel graphic novel, The 
Dreaming City. 





further into the reality of the story. In 
other words, in 98% of its useage, | 
hate type-set. 

EPIC: With all these strong feelings 
about lettering and type, is that what 
leads you to periodically try stories 
totally without words? 

RUSSELL: It’s more than that. To me, 
the stories without words are 
comparable to a literary form like 
poetry, whereas graphic stories with 
words are prose. There’s a strong 
narrative line in the stories with words, 
and usually things mean what they 
mean. You go straight from beginning 
to end. With wordless stories, the 
imagery is much stronger, and the 
relationship between the images can 
be more ambiguous. People who 
bemoan the lack of ‘story’ in the 
Symbolist Fantasies are missing the 
point. Try reading Coleridge’s Kubla 
Khan and tell what its story is about. 
There is none. And its effect is all the 
more hair-raising because of it. With 
Parsifal, Dance on the Razor’s Edge, 
Avatar and the Chimera,and Night 
Music, | sought to expand upon the 
traditional forms, to open them out, 
without breaking from them 
completely. 

EPIC: Judging from some mail we 
receive, and from criticisms in some 
fanzines, the concept of ‘reading’ 
pictures is a difficult one for some 
people. Or they may feel that since 
there aren’t words, you're somehow 
faking or putting something over on 
them... 

RUSSELL: That they’re only getting 
half a job. One of the best things about 
words is that they slow you down 
enough to absorb the pictures. | found 
| appreciate visuals more when I’m 
reading a graphic story because even 
though | may be focusing on the 
words, I’m taking in the pictures as 
well. | get more of an impact from 
them than if I’m just skimming through 
the book. | asked in Night Music for 
people to ‘read’ the wordless story ‘La 
Sonnambula’ slowly, to take each 
picture as it came. You don’t have to 
rush onto the next picture simply 
because you haven't read anything. 
On the other hand, when you do have 
words, they act as a timing device. 
You can skip them if you want, but it’s 
a way to lead you through at a certain 
pace. Ina textless story, particularly in 
a symbolist fantasy, there’s more 
responsibility on the reader to take the 
individual panels in more slowly 
because it’s not all there on the 
surface. 

EPIC: /n more straightforward 





Left: An old favorite returns. Page 
from the new Killraven story, 
written by Don McGregor, that 
Craig is currently working upon. 


narratives, particularly like the Elric 
pieces which had their beginnings as 
total prose, obviously the words take 
on a great deal of importance. How 
did you and Roy Thomas work out the 
two adaptations, especially with him 
in California and you in Ohio? 
RUSSELL: | don’t think | talked to Roy 
once while we were doing this last 
one, While the Gods Laugh. He 
provided me with a synopsis, and 
everything was there structurally that | 
needed, like where we had to be on 
our page twenty-seven and the like. 
Roy had that all structured out, and of 
course we had already talked over the 
character when we did the first Elric, 
so we had pretty much come to our 
conclusions about how we were to 


' proceed. Since Roy puts in the dialogue 


and captions after | do the drawing, | 
didn’t get to read his completed script 
on The Dreaming City until the graphic 
novel came out. | was very pleased 
with how he handled it. Mostly we do 
our contributions on the story in 
isolation, with contact through Mike 
Friedrich and maybe one or two 
sessions on the telephone. 

EPIC: The end result has worked out 
very well. It’s a nice meshing of words 
and pictures. One of the dangers doing 
an adaptation is you can be so faithful 
or so respectful of the original that 
you're afraid to cut anything. You 
begin using large chunks of the original 
prose, maybe to the detriment of the 
pictures. i 

RUSSELL: Roy wrote a very spare 
script while managing to keep all the 
flavor of the original story on both 
pieces. We made a real attempt to 
make these faithful visual adaptations, 
so he didn’t have to worry about large 
chunks of descriptive copy. Roy had to 
provide the continuity and the 
characterization. The flow is what | 
went for most, with Roy’s synopsis as a 
framework and Michael Moorcock’s 
original book for detail and dialogue 
pacing. | make out notes on how 
conversations from the book go with 
the panels and send that to Roy. He 
either edits it down, leaves it as it is 
because it’s straight from Moorcock, or 
rewords it in his own vernacular. 

To me, there’s no greater compliment 
than when a writer looks at the finished 
artwork before he’s written the script 
and says he can tell what the story is 
by following the pictures. You may not 
understand what every character is 
saying, but you understand the 
emotional dynamics. Narrative clarity 
should be there before you add the 
words in the same way that line art 
should work in black and white before 
you add the color. 

EPIC: /n addition to the Elric stories, 
most of the other work you’ve done 
recently has been fantasy. But the first 
story in your Night Music book was 








science-fiction. Do you forsee returning 
to that at all? 

RUSSELL: Of course, there’s the 
Killraven material Don McGregor and 
| are doing. It’s set in the so-called real 
world, although that world of the 
future gives us leeway to play around 
with things visually. There are rusted 
cars and buildings that we can 
recognize. But basically right now | 
have little interest in doing anything 
else but fantasy for the next few years. 
EPIC: You mentioned Al Williamson’s 
work earlier. In Night Music you even 
pay homage to him and the EC science- 
fiction stories. But you don’t envision 
doing any more science-fiction 
yourself. 

RUSSELL: Not really. Not when it’s 
mechanical hardware. | like working 
with machines, but only if they’re 
organic so | can play around with 
them. All the machinery I’m working 
on in Killraven is Martian. It should 
reflect their look which is organic and 
low to the ground. | can play around 
with it almost as vegetable forms. 
Science-fiction is rooted in a projection 
of our world as it is today into the 
world of tomorrow. It relies visually on 
real people in a real world. That 
doesn’t have much interest for me. Not. 
because I’m disinterested in science- 
fiction or real people, but because I’m 
just not interested in drawing the 
modern world. Most science-fiction 
utilizes that on some level. | do like 
visualizing other civilizations, other 
worlds; that part of science-fiction. 
EPIC: Along with Williamson and 
probably Dan Adkins whom you 
worked with early in your career, who 
were some of the other influences on 
your work? 

RUSSELL: When | was in high school 
and reading comics all the time, Joe 
Kubert, Gil Kane, and Steve Ditko 
were all a big influence. Who else...? 
John Buscema’s Silver Surfer, Rithard 
Corben, especially his underground 
work. | still have a spot in my black 
heart for Gilbert Shelton’s Wonder 
Warthog. | think the brightest talent 
working right now is Michael Golden. 
There are people like Alex Toth, who | 
think are fantastic. | could look at his 
work for days and days, hours on end, 
and | have, yet | don’t think you'll see 
that come out in my work because 
that’s not my direction as an artist. 
There’s all of Kirby’s work for Marvel, 
Steranko’s work. That’s something that 
made a direct impact. Wally Wood, 
whose work was the first style | 
recognized. Dr. Seuss. Carl Barks, 
who at the time | didn’t know was Carl 
Barks. | learned a lot about storytelling 
from him. Will Eisner. | was nuts about 
Dan DeCarlo’s Betty and Veronica. 
Also whoever drew Casper in the 50s. 
And Little Lulu, of course. There were 
some ECs reprinted in paperbacks, | 





















































had never seen the originals, but these 
reprints, especially the Ray Bradbury 
stories... 

EPIC: Your work has classical as well 
as comic book influences. Did you 
acquire a fine arts background early or 
sort of as you went along? 

RUSSELL: In high school art class we 
studied art history. That was probably 
my first introduction to painting and 
drawing that was any older than what 
appeared on last Tuesday’s newsstand. 
In college, | had four years of art 
history. Then I was exposed to the 
French and Belgian symbolists. They 
were my first really big outside 
influence that could pertain directly to 
comics. After that, it was all self- 
acquired. When someone asks me 
what to study if they want to draw 
comics, beyond telling them to study 
anatomy, above all | tell them to study 
other artists. In the nineteenth, 
eighteenth and seventeenth centuries, 
there is so much you can see and 
adapt to comics. And, again, the 
Japanese wood block painters. At once 
they’re bold and colorful and refined 
and elegant. This to me is the definition 
of a good comic. 

EPIC: Before you talked about EC 
reprints...It seems to me that your 
approach to page breakdowns is’ 


influenced by one of their artists, 
Bernard Krigstein. 

RUSSELL: Oh, Krigstein! Of course. 
There was a time in the mid-seventies 
when | was working on Kil/raven and 
doing layouts for other stories when he 
had his greatest impact on me. The 
composition and refinement of his 
drawing pointed out a lot of ways 
figures could be used without being 
overdone. Big, bulbous figures were 
good for superheroes, but for a fantasy 
they're inappropriate. That’s also why 
Barry Windsor-Smith was such an 
influence. His figures were so graceful 
even though they were large, obviously 
strong people. They had more 
expression and refinement to the 
hands than any other characters up to 
that time, with the exception of 
Krigstein. 

EPIC: One of the strengths of your 
work has been the attention to gesture, 
expression, and reaction between 
characters rather than going for the 
one big panel of somebody clobbering 
somebody else. 

RUSSELL: That’s where all the fun is, 
especially in layouts. There are so 
many sources you can study. It’s 
around us all the time, from tv to plays 
to movies. Anywhere you can watch 
people interacting. One of the first 





times | started actively thinking of this 
was while working in Dan Adkins’ 
studio. Barry Smith’s Conan would 
come in for Dan to ink with all these 
notes written all over the pencilled 
pages. This particularly one had 
Conan delivering a message to this 
king in his court. The king was a nerd. 
Conan delivered this whole long 
message amidst the ruffles and 
perfumed air. And after all he went 
through to bring the message, the egg- 
faced king could only ask, “Are you 
really a barbarian?” And on the back of 
the page, Barry wrote about what he 
did to Conan’s arms. They were 
slightly hitched back at the elbows, as 
if he were restraining himself. It was a 
subtle gesture indicating what Conan 
thought of the king and the restraint 
Conan was using. It pointed up the 
importance of what people can be 
doing when they aren’t talking instead 
of just standing around. 

EPIC: His attitude showed that Conan 
was considering ripping the king apart. 
RUSSELL: But was willing not to. The 
fact that he didn’t in this congress of 
fools showed that Conan was more 
truly civilized than they were. That 
was one of Robert E. Howard’s things, 
to show this difference between 
barbarians and civilized men. But it 
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was Barry’s awareness of his 
contribution as ‘actor’ that helped 
make me aware that an artist has to do 
more than just draw the pictures. 
EPIC: You reached a point after the 
death of the Killraven book where you 
sort of dropped out of comics and went 
back to school. You went through a 
period of withdrawing from work, but 
when you returned to it, it was with a 
quantum leap forward. 

RUSSELL: Actually, that happened 
two times. First, | worked for Marvel 
for close to a year doing the Antman 
series, then took a leave of absence to 
finish my senior year at college. That's 
when | started working on the Dr. 
Strange annual. The initial plotting was 
done by me. | did about twenty pages 
and they were a tremendous jump 
from my previous work because | was 
working with a character that appealed 
to my imagination. It was more of my 
own personality, all that magic and 
other dimensions! To me, Antman was 
only a six inch guy running around in 
the grass. Somebody else can take a 
strip like that and really go with it, but 
it never appealed to me. | was doing 
this Dr. Strange on my own and not 
even thinking of the possibility of 
selling it, so | had no inhibitions and 
the quality of the work jumped. Then, 
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in 1976, after completing the second 
half of the Dr. Strange annual with 
Marv Wolfman, there were other 
things that | wanted to do, but at the 
time, they weren’t the sort of things 
Marvel was publishing. That’s when | 
started working on the Parsifal book 
and some other short stories for Mike 
Friedrich’s Star*Reach. 

EPIC: /t’s not so much that you weren’t 
working during those periods as you 
were retooling. 

RUSSELL: | had gone in other 
directions. | moved from New York 
back to Ohio. | was doing some inking 
and getting ideas for new stories, 
playing around with them, and taking 
my time to do it. There were several 
years | worked without commission. 
I'd do a story and try to find somebody 
to publish it. | needed to be free of the 
editorial control. 

EPIC: And once you're used to a 
certain amount of latitude, it’s hard to 
have someone say, “Gee, that’s a nice 
cover but we'd like to have this changed 
and that changed,” however well 
meaning they may be. 

RUSSELL: Or like the first few days 
after | get a script when I’m working 
with a writer. | get aggravated because 
| have to adjust myself to another 
person’s vision. But once | go over the 

















material enough, | start molding it so | 
either adapt it or it adapts me. Then | 
feel compatible with it and it becomes 
my own vision. | can go ahead without 
feeling restricted. 

EPIC: There are some writers, Don 
McGregor springs to mind, that you 
must be fairly comfortable working : 
with. 

RUSSELL: We never had any problems. 
It was always easy. Our only source of 
friction during the original Kil/raven 
series was lack of space. 

EPIC: That’s always a problem, even 
with the new Killraven for Epic. 
RUSSELL: Things inevitably need to 
be edited down. At least there’s a freer 
format with Epic. In the original 
comic, we has maybe fifteen or 
seventeen pages. This new story has 
gone up and down in page count a 
number of times to reach what we’ re 
all comfortable with. Don pared his 
script down to about 32 pages; my 
finished art will bring it up to 45. Not 
having that kind of flexibility is one of 
the reasons some of the early Killraven 
books look overwritten. There are so 





Above: Two more samples from 
the new Killraven; a forty page 
story to be finished full color. 






































A panel later changed in the 
completed version of this issue’s 
While the Gods Laugh. See page 
52 for the revised panel. 





many words on the page. Now I’ve 
been able to take some of the new 
adventure’s pages and expand them. | 
think the reader appreciates the writing 
more when we’ve got the luxury of 
giving it room to breathe. 

A related problem with the comic 
was that the words were added after 
the drawings, which made it impossible 
to design them into the picture, which 
in turn added to the appearance that it 
was overwritten. You had two different 
forces, words and pictures, fighting for 
the same space. The best way to 
describe our earlier collaberation is to 
imagine two people playing musical 
chairs-- with one chair. We were both 
trying to elbow each other out of the 
single chair while simultaneously 
patting each other on the back for 
trying so hard. 

Now, Don has written the completed 
script ahead of time, so even when we 
have heavy copy, I’m able to integrate 
it into the piece so it doesn’t seem 
crowded. You don’t have word 
balloons over character's feet and 
things like that. Don was always 
conscientious about not putting 
balloons over the figures, like in the 
middle of their chests or something. 
But anytime | would have a character 
turn their back, he’d stick a word 
balloon on them like they couldn't see 
that he was doing it. | don’t think | had 
a back shot in two and a half years that 
you could see the whole back. Just 
kidding, Don. 

EPIC: Maybe if we quick segue into a 
final question, Don won't notice. In 
addition to doing graphic stories, you 
also taught a course in graphic 
storytelling at Kent State. What was 
that like? 

RUSSELL: Using slides | showed my 
students-- Junior and Senior illustrators- 
- everything from Kirby’s Silver Surfer 
and Steranko’s At the Stroke of Midnight 
to Harvey Pekar’s American Splendor 
and Art Spiegelman’s Raw. A lot of R. 
Crumb and Carl Barks. There are as 
many approaches as there are artists 
and that’s what | wanted to encourage, 
within the boundaries of specific 
problems. Some of the things they 
wound up creating were so original 
and so fresh that there was nothing | 
could tell them. Others-- there was a 
lot | could tell them. | suppose the 
most enjoyable part of the class was in 
being able to show all the fantastic 
work that’s been done over the years. 
To point it out and say, “Look here! 
And here! And there! Isn’t this grrreeat 
STUFF?!” A little enthusiasm never 


hurts. 
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MEDIAVIEW continued from page 8) 


the recreation room at the end of the ward 
staring at the tube: Star Trek. 


Vi 


Zachary has remained in California an 
extra four days because an agent has ar- 
ranged a meeting with the story editor of 
the new Star Trek series, planned for syn- 
dication to independent stations the fol- 
lowing year. The sets are built, Zachary is 
assured, the cast and crew hired. All they 
need are stories. 

Zachary meets with the story editor 
and his assistant at an office deep in 
Paramount’s back lot. It does not go well. 
Throughout the whole excruciating hour- 
and-a-half, his hands tremble: partly 
nerves and partly, he guesses, the pills 
that demented quack prescribed for him. 
He presents four plot ideas. Three are re- 
jected immediately and the fourth is pro- 
nounced too vague. “Work on it,” he is 
told. “Call us when you've got it 
whipped. Call collect. We'll leave word 
at the switchboard to put you through.” 

He shambles onto a boulevard wel- 
tered with rush hour traffic, into the 
bright, mocking Southern California sun- 
shine knowing he has to get out of Los 
Angeles. Without delay. Tonight. Now. 
He finds a phone booth and begins call- 
ing airlines. No sir. Sorry sir. Nothing till 
tomorrow. Shall 1 book you on the ten 


o’clock? Zachary hangs up and waves to 

a cab. Soon he is having his first drink in 

months. His eleventh will follow shortly. 
Vil 

“The deal didn’t jell,” the agent tells 

Zachary. “They never shot a foot of film.” 


Vill 


Christmas this year is worse than usual, 
and usual is bad enough. For months, 
Zachary has felt like a pinball, flung 
around by energies he does not com- 
prehend. He has finally come to rest this 
cold morning, and the world he finds 
himself in is drab and bitter. But at least 
he is with Molly. Jane is busy in the Bronx 
with her new boyfriend and has asked 
him to spend the holiday with his beloved 
girl child. 

Star Trek: The Motion Picture is open- 
ing at the Ziegfeld. That solves the prob- 
lem of the afternoon’s amusement. Zach 
and the kid will take in a flick. Sinking 
into his seat in the warm, humid theater, 
Zach realizes he is physically and emo- 
tionally exhausted. He has been sober for 
a year’s worth of eternity, but he has 
swallowed a few of the quack’s twitchy- 
zombie pills, and they are numbing him. 
He sleeps. Awakes sporadically to view 
senseless images: spaceship; swirling 
colors; bald woman. He leaves not being 
able to say he’s really seen the movie. 


IX 


Zachary does see the second Star Trek 
movie, The Wrath of Khan, and at last he 
understands what the real subject of Star 
Trek is and has been since the first televi- 
sion episode: not roving the galaxy, nor 
overcoming alien malevolence, nor con- 
fronting mysterious forces of nature, but 
seven people committed to and caring for 
each other. A family. In 1968, he didn’t 
value personal caring and commitment 
— the Sixties were a time of causes and 
ideologies and street action — and the 
family was a social unit he did not choose 
toconcernhimself with; Jane would testify 
to that. He has changed, and the movie 
has given him a measure of how much. 

The purpose of art, Zachary reflects, is 
to tell us things we don’t know we know. 

The Wrath of Khan’s themes are those 
of friendship, fear, reconciliation, grow- 
ing old, of dealing with the consequences 
of forgotted blunders, of acknowledging 
death and failure. These are matters 
Zachary has knowledge of. Finally, the 
movie is about survival. Star Trek the 
phenomenon and the seven performers 
and the characters they portray — all 
have survived. Zachary has, too. In 
1968, he wouldn’t have considered that 
an accomplishment; in 1968 he hadn't 


yet tried it. c-y 
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Hmmm... YES, I SUPPOSE MONETARY 
COMPENSATION WOULD HAVE A 
DUBIOUS VALUE TO A SIMPLE 
PHOTOSYNTHETIC CREATURE, BUT YOU 
MUST CONSIDER THE HONOR OF HAVING 

YOUR OWN CHAPTER IN THE EXTRA- 

TERRESTRIAL BIOLOGY BOOKS / 


I CAN'T 
READ. 


NOW LOOK HERE... 


ABOVE ALL, YOU HAVE 


A RESPONSIBILITY TO 


UNIQUE ! WON'T YOU 
RECONSIDER ? 


























I WANT TO 
STAY HERE. 


WELL, I_ MUST RESPECT 
YOUR WISHES, OF COURSE, 
BUT WON'T YOU LET ME 
TAKE A_FEW_PHOTOGRAPHS 
BEFORE I LEAVE ? YOU SEE, 
YOU ARE THE BIGGEST 
UNICELLULAR AMOEBOID 

ORGANISM I HAVE 
EVER SEEN £ 


... SO THEN 
DID YOU TELL 
HIM YOU FELT 

MITOSIS 
COMING ON? 


NAW... I THINK 
HE WAS ONLY 
INTERESTED IN 
ONE CELLED 
ORGANISMS. 
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Special Preview 


~ REVENGE 


0] Mi Bal s 


JEDI 


T. visualize the scripts of the first two movies in his 
Star Wars film saga, George Lucas 
utilized both the art and design talents of veteran 
Cxaierlimiiitcericoa ell eimucae@liriga(s 
who created a dazzling series of pre-production 
paintings for him. Now, McQuarrie’s 
skills are being applied to the third chapter 


in the series. The paintings 
presented here are the first material on Revenge of 
the Jedi to be released, offering 
tantalizing hints about an eagerly awaited film and 
providing the pleasure of new work 
from an outstanding science-fiction/fantasy artist. 
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. ‘oF this spread and the preceding 
page are two scenes from a battle sequence set amid 
the desert wastes of Luke Skywalker’s 
homeworld of Tatooine, introduced in the original 
Star Wars film. Fighting for their lives 
with Luke in the scenes depicted are Princess Leia, 
Han Solo, Lando Calrissian, and 
Chewbacca. The massive 80 foot high, 212 foot long 
sand vessel and satellite skiffs shown 
were constructed in a remote desert location. 


























iSciow, Threepio and Artoo-Detoo 
are intercepted within the cavernous entrance hall 
of Jabba the Hutt’s desert palace. They 
are stopped by Jabba’s sinister major domo, Bib 
Fortuna as the hall’s huge metal door 
descends, filtering out the blinding light of the twin 
suns of Tatooine, and cutting off 
the only possible escape route for the two droids. 





Artist Ralph McQuarrie was born in Gary, Indiana 
in 1929. Interested in art since childhood, 
he studied technical illustration, worked for the 
Boeing Corporation, and eventually 
attended the Art Center School in Los Angeles as an 
illustration student. He first gained wide — 
attention doing artist’s renderings of the Apollo 
space flight for CBS news. This led to 
movie poster and production painting offers, which 
in time brought notice from George Lucas 
and the beginning of his Star Wars association. 
nesses suieaaaettiaimmneoonmeiemaneiciia 
A Lucasfilm production, Revenge of the Jedi is 
being produced by Howard Kazanjian, 
directed by Richard Marquand, from a screenplay 
by George Lucas and Lawrence Kasdan 
and will be released next year, in the United States 
and Canada, on Friday, the 27th of May. 
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MY DEAR LAD, IT QUITE 
CERTAINLY AND MOST 
UNQUESTIONABLY 


XS! 
















OH, NO, 
My Boy! 
IT PROBABLY 
AND QUITE 
NEGATIVELY 





ABSOLUTELY IS... 
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Tt SAY, OLD BEAN, CAN'T WE PUT 
ALL ( 
RABBLE ROUGEIN’ anc 
COME TO SOME GENTLEMANLY 
AGREEMENT 


oo? 


LERARRRRRARA— 
owe 
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NOW...ENJOY A NO-RISK TRIAL! 
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You are invited to go along on an extraordinary adventure—where known teil-1al (ile 
principles and facts are taken to the ultimate limits of the human imagination—a splendid 
menu of articles, short stories and novelettes that enable you to tangle with some of the 
most ingenious, original thinkers in the world today: 


Isaac Asimov, Frank Herbert, Ben Bova, Robert Heinlein, Barry Longyear, G. Harry Stine, 
Dr. Robert Forward and Jerry Pournelle...as well as the elite in the small fraternity of artists 
who set the standard in visualizing futuristic ideas: Wayne Barlowe, Jack Gaughan and 
Vincent Di Fate. 
f Imagine this: A planet that doesn't believe in war defeats its enemies 
with imagination and love...A young attorney learns how to program 
the judge, wins the case and opens a Pandora's box of potential 
abuses...An ancient insect is found perfectly intact 
encased in amber, so that modern scientists can take 
italom BJT Wel ale Melcer-l(cmr- OO Manlio (ct- mele mL 


Plus... Every 178-page issue contains 
science Fact, a discussion of current 

~ scientific and technological break- 

_*® throughs...The “Analog” Calendar of 
upcoming science fiction events...7he 
Alternate View, a spirited debate on 
scientific subjects...Brass Tacks, strong 
opinions and critiques from readers... 
and more...much more! 
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Try ANALOG under this NO-RISK OFFER! 


Send today for the next 10 issues of ANALOG 
for $9.97—a 33% saving under what others 
pay at the newsstand. If dissatisfied with 
ANALOG at any time, write us for a full refund 
on any undelivered issues. 


OD OS CT) ON Oo CAT Te oO PT CS A TG See a ea ea Gs Oe A ON GEE ek Sw SS es GSE os en SE a ED Ge oo ce 


NO RISK TRIAL analog Marion, OH 43306 


[| YES! Start sending ANALOG at the special introductory 
rate of $9.97 for 10 big 178-page issues—a saving of YOUR 
33% under retail. If dissatisfied with my first issue, | may return FREE GIFT! 
the bill marked “cancel,” owe nothing, and keep the first issue. i 
C Payment Enclosed 1 BillMe CJ] Check here if renewal of We'll send you this giant 288-page 
GABA eibscriplon ANALOG Anthology—12 all-time favorite 
stories by Campbell, Del Rey, Russell, 
Name Simak, Vinge, Zelazny, and others. A $2.95 
retail value, yours Free when you send in 
one SY nM RS RI BRIE tn EDS SAE A gD a your payment. 
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GAMEVIEW 





by Steven Grant 


A philosophical question: how do 
you review fantasy role-playing games 
when you don’t play them? 

As | explained a few columns ago, 
there is an inherent problem to playing 
Dungeons And Dragons for the writer, 
and both my fellow columnist, Dennis 
O’Neil, and myself have noticed it. To 
wit: it’s too close to what we do for a liv- 
ing (writing fiction) to be really pleasant 
to sit through in our free time. From time 
to time, I’ve heard intimations that others 
have noticed the same thing, and there 
have even been suggestions that, in the 
future, a whole class of novel will be writ- 
ten via the playing of Dungeons And Dra- 
gons and translated into prose by various 
craftsmen. It may be as close to the mythi- 
cal (but impending) fiction writing com- 
puter as we have yet come. 

Anyway, what was needed was a 


“panel of experts” — which | found, 
courtesy of a teenager we'll henceforth _ 
call Larry. Larry’s been playing these — 


games for a long time, has a voracious ap- 
petite for them, and has become an 
accomplished dungeonmaster in his own 
right. He and his band of merry men play 
the games received, judge them for fun 
and complexity as compared to Dun- 
geons And Dragons (as near as | can fig- 
ure, the standard in anyone's book), and 
report back. 

The first game, Elric: War And Magic 
In The Young Kingdoms, comes from 
Chaosium, Inc. Elric, as most of you 
know, is the hero-villain of several novels 
and a handful of short stories by the great 
science-fiction writer, Michael Moor- 
cock. He made a quantum jump in 
_ sword-and-sorcery genre with the intro- 
| duction of his doomed Prince of Mel- 
_-niboné, bringing to it an advanced 
philosophical base — The Lords Of 
Chaos vs. The Lords Of Order, with the 
heroes attempting to maintain a cosmic 
balance between the two. He introduced 
at the same time a panoply design to the 
cosmos with a 15-level ae with 
Elric’s world (and ours) existing on only 
one of those levels. His thought has since 
had a strong influence on fantasy fiction, 

“There’s some solo playing you cando 
with it. [t's very much like all the other 
wargames, army games.” Rather than 
working completely from a booklet, with 
all the action taking place in the players’ 
heads, as in the D&D type fantasy game, 
Elric uses a brightly colored playing 
board (drawn from the map of Elric’s 
world of the Young Kingdoms) and coun- 
ters. “You play armies, rather than work- 
ing as an individual, and try to conquer 
other armies. There are armies of 
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monsters you have to defeat. The object 
is to tip the cosmic balance, either for law 
or chaos, depending on your orientation. 

Since possibilities in the game are 
fewer than in D&D type games, Elric is 
more restrictive — but much simpler to 
play, with far less set-up time. “I’m nota 
big fan of war games, per se — but this 
one is well thought out. If you like Moor- 
cock’s work, and you like the idea, you'll 
probably enjoy the game.” 

Runequest is perhaps the major con- 
tender to the Dungeons And Dragons 
throne. Again from Chaosium, Inc., the 
game is basically the same idea as D&D, 
with some interesting variations. 

“It’s a good game, different from D&D 
and much more realistic. For instance, in 
D&D, armor makes you harder to hit, 
which is silly. In Runequest, it absorbs 
damage taken and your hit points” — the 


means by which the dungeonmaster as- 
_certains whether a player has been hurt or 


not — “never go above a certain amount, 
so it doesn’t take a million years for you to 
die. You can hit different parts of a body, 
cutting off specific parts like arms or legs. 
lt makes the game much more graphic 
than D&D, more visual. 

“However, people might not like the 
flavor of it. The feel of the game is differ- 
ent from D&D. For one thing, you learn 
your spells from a cult; you pick a god 
and a cult that worships it, and it’s a little 
bit more fantasy-oriented than D&D nor- 
mally is. D&D tries to be more serious, 
sticking closer to pure sword-and-sor- 
cery. But the rules of Runequest are better 
told, and all in one booklet so you don’t 
have to buy six million accessories.” 

Going for a completely different flavor 
is Chaosium, tnc.’s Call Of Chthulu, 
based on the Elder Gods/Chthulu cycle of 
stories by H.P. Lovecraft and others. 
“Very good if you like Lovecraft and hor- 
ror, and 1930s fiction. Then it’s wonder- 
full | happen to like all that, so Call Of 
Chthulu really appeals to me. Ituses most 
of the Chaosium games’ standard rules, 
very close to Runequest. It has factors like 


‘education’ and ‘sanity’ among the © 


players’ characteristics, though; a player 
can go insane in the game from seeing too 
many horrible things happen. Insanity i is 
very well built into the game. 

If your orientation leans more toward 
science-fiction than fantasy/sword-and- 
sorcery, you might be interested in Game 
Designers’ Workshop’s Traveller, the 
D&D for science-fiction buffs. “Very 
complicated and realistic. It tries to be 


like high science-fiction, very serious and 


technological. 
“In Traveller, there are all kinds of 





technology levels and different worlds, 
and each world uses different weapons. 
Some are still using shotguns, others use 
laser carbines which require big power 
packs. There are interspace travelling, 
vac-suits, various gravity-atmospheres, 
etc. A lot of science-fiction elements. It’s 
not the best game to try to incorporate 
your own rules and ideas into. It’s fairly 
rigid, but decent. It’s a little unrealistic; 
like when you're shot, the odds are very 
good that you’Il be knocked out and very 
slim that you'll die. It works well for game 
purposes. People might not like the way 
it's done, though. A character starts at 
eighteen and enters a service: navy, 
marines, army, rogue, pirate, scientist, 
mercenary, etc. Then you roll dice for © 
each term of service and skills acquired 
— and those are the skills you have for 
your life. You never really get much 
more, except through training. And then 
you Can only gain a certain amount.” 
There is the difficulty, if your tastes 
wander from game to game but you pre- 
fer a cohesive universe for your thought, 
of trying to correlate the different fantasy 
games to one another. Elric, forexample, 
could not easily be grafted onto Dun- — 
geons And Dragons. Others have some 
interchangeable features. 
Chaosium, Inc. have rhecetars de- 
veloped Thieves’ World, based on novels 
by Robert Asprin. “It can be used with 
any of the fantasy role-playing: games: 
Runequest, D&D and Traveller. They 
simply give you a different set of charac- 
ters for each game. That sort of supple- 
menting isn’t bad, if you're willing to de- 
vote several hours to doing the paper- 
work of keying Thieves’ World into the 
games. But if people enjoy the novels, 
and they want to do that sort of thing, 
there’s nothing better. Thieves’ World, 
has random ways of figuring out what's 
going to be where. Say you pick an area 
called ‘The Maze’, which is a horribly 
grungy part of town, through a series of 
die rolls you can find out what each 


building in The Maze will contain: 


empty, burned-out, residents, or busines- 
ses. But it’s not like there’s lots of detail- 
ing; the players will have to roll up the 
stats by themselves. So it’s difficult, but 
good if the novels appeal to you.” 





Games will be reviewed in this column 
as received. If you would like your game 
reviewed, send it to: 
Steven Grant 

% Archie Goodwin, Epic Hlustrated 

Marvel Comics Group 

387 Park Avenue South 
New York, NY 10016 
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AW, POOR LI'L FIFTY-TWELVE. * 
VON'T GIVE ME THAT BRAIN % 
B SWILL. YOU'RE SO PRY YOU'VE |: 
4 BEEN SUCKING YOUR SWEATY * 

$0CKS! PON'T COMPLAIN TO ME, ¥% 
IT'S YOUR KIND WHO WANTED 
mt TO CONTROL NATURE, HARNESS 

We THE UNIVERSE, NEVER ENDURE 

Ry THE PAMAGE FATE VECREED 
pas FOR OTHER BEASTS. OH, NO, 
me YOU HAD TO BECOME MASTERS + 
, OF EVERY PROCESS IN THE ~ 
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DEEP WELL OF MY FATHERS-- AWAKE! 

THERE'S NEEP OF YOU WATERS HERE. ~ 

GIVE FORTH YOUR JUICES. AWAKE/ 
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THAT WAS THE NEAREST 
CALL EVER. THOUGHT 
I'D LOST You. 
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The HOT ONE 
joins the Purolator family of quality 
filters that fit every automotive need. 


Approximately one out of every three vehicles sold in 
1979 will require heavy duty oil filters. And Puroiator is 
there to meet the challenge, scoring another filtration 
first: The Hot One, a brand new product designed for 
Wedel (ol (=tomalersiomcelele1am-larem(elanle)(-melaiaialemer-laker-l0hi—) 
normal oil temperatures to soar to 250° 300° or more. 

SlUicoliare mate) maslelcolme)i mer-lamer-10ls\- Mol -\'/-1 Mele lanl- 10 [Okie 
Wi Felatol| Mili cclectmeliCciamer-(0liiarem tat=m of-tol-lmanl-collUlnamconelfar-l 
down. That's why trailer-towing cars, vans, pick-ups, RV's, 
4 WD's and motor homes need the HOT ONE's extra 
protection. 

The HOT ONE is just one example of how Purolator 
meets the filtration needs of American motorists. Special 
Import Car Filters represent another. 
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Dual Filter For Heavy Duty Use: 
Pick-Ups, Vans, RV’s, Campers, 4\ 
Br a a Marine 
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Purolator also has a marketing allowance program for 


is retailers. If you want to take advantage of this 
Purolator, Inc., 970 New Brunswick Avenue, Rahway, N.J. 07065. Also, be sure to ask your Purolator 


These oil filters mean that the owners of foreign cars 
can be assured of Purolator quality and a consistently 
perfect fit. It stands to reason: after all, Purolator has long 
fol=}=1aM (arom ant-Ualeif-(oilU|(-1me)melale|iar-lm-rel0]| elant-1ala@ili(cie-m els 
some of the great imported cars. 

And, for those who demand the very best in oil filtration, 
there’s the Purolator 15,000 Mile Dual Oil Filter. It features 
Weld iaar-lavmilicclmelmian)e)ce)'-16m o)(=t- 1-10 ox-lol-1m 0) [Ulmer] ae 
ary filter which is a 100% nonwoven synthetic. Working 
in tandem, they increase overall heat resistance, contri- 
rolUlrarem Com ian} ele i-xemiliec-ldolam- laren (o)ale(cumill cia litce 

eelelareliate mole) mtal-m aU lco)r-tcolmill claire lanl arcUomca-mar-le) ab 
ally known Purolator single stage filter as well as the air, 
fuel and transmission filters that represent the 56 years of 
innovation that has made Purolator a deservedly trusted 
name in the automotive industry. 

So, rest assured: go with Purolator automotive filters. 
Now, more than ever, when you can't afford to take a 
chance. 

MM alicw-larome)iai-1el a0 ]ce)(-tcolm elcolelleiccMU il molomar-lielar-l\y 
advertised in Road & Track, Hot Rod, Popular Mechanics, 
Mechanix Illustrated, Pickup, Van and 4WD, Recreational 
Vehicle Directory, Van World and Woodall’s Trailer. 


‘am, write to Marketing Services Department. 
itive about Purolator's special $1 refund offers 








The Black Sheep of Canadian Liquors 


Jack 


Soft-spoken and smooth, its 

hundred-proof potency simmers 
just below the surface. Straight, on the rocks, 

or mixed, YUKON JACK is a breed Ele le emerel it <3 


any Canadian liquor you've ever tasted. 
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